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Sure your Sims march off to work every 

DAY, BUT OTHER THAN THAT THEY'RE THE ORIGI- 
NAL HOMEBODIES. WELL, THEY WERE HOME- 
BODIES. Now, WITH THE RELEASE OF THE SiMS 

Bustin' Out, there are so many places to 

GO AND THINGS TO DO, YOU CAN HARDLY KEEP 
THEM AT HOME. 

This guide will introduce you to all 

THERE is to KNOW ABOUT THE SiMS AND THEIR 
NEW EXPANDED WORLD. YOU'LL FIND EVERY 
ASPECT OF THE GAME ENLARGED AND EXPLODED 
IN SCALE-FROM THE DIZZYING CATALOG OF 
OBJECTS TO THE MASSIVE SLATE OF COOL 
SOCIAL INTERACTIONS, THE INCONCEIVABLY 
LARGE ARRAY OF APPEARANCE OPTIONS TO THE 
ALL NEW COLLECTION OF CAREER PATHS. 

You'll find it all covered in the pages 

OF THIS GUIDE. 

So EXPANSIVE IS Sims Bustin' Out that 
it's actually two totally DIFFERENT GAMES: 
ONE GAME FOR GAME CONSOLES (XBOX, 

PlayStation 2, and GameCube) and one for 
Nintendo Game Boy Advance. 



This strategy 

GUIDE IS DIVIDED INTO 
SEVERAL PARTS. 

* Part 1: "My Life As A Sim." 

Covers the basic gameplay and strategies 

FOR PLAYING THE SiMS BUSTIN' OUT IN EITHER 
MODE, INCLUDING CREATE-A-SIM, MOTIVES, 
SOCIAL INTERACTIONS, NPCS, OBJECTS, 
CAREERS, AND BUILD MODE. POINTS OUT 
WHERE Bust Out mode deviates from this 

BASIC MODEL. 

* Part 2: "Bust Out Mode." Breaks down 

THE GAMEPLAY STRUCTURE AND WALK 
THROUGHS OF EVERY HOUSE AND OBJECTIVE IN 

Bust Out mode. Includes all house 

OBJECTIVES AND THE THINGS THEY UNLOCK. 

* Part 3: "The Sims Bustin' Out for Game 
Boy Advance and GameCube Special 
Features." Covers every element of the 
Game Boy Advance version of The Sims 
Bustin' Out, including motives, skills, 

JOB MINIGAMES, AND A WALKTHROUGH OF 
THE ENTIRE ADVENTURE. 
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Know about Sim life (Cousoie Sersiou) 


The key to playing The Sims Bustin' Out, as with any The Sims game, is understanding how the Sims function. What makes them tick? 

How DO THEY MAKE THEIR OWN DECISIONS? WHAT CAN YOU DO TO CONTROL THEM? HOW CAN YOU SET UP THEIR ENVIRONMENT TO MAXIMIZE THEIR 
TIME? What do they need to get ahead in life? 

For players of the Xbox, PlayStation 2, and GameCube, you’ll find all the information you need in this guide. (Game Boy players, see 
PART 3.) This part details all the underlying plumbing that drives your Sims in both "Bust Out" and "Free Play" modes. 


*Create-A-Sim: This details the ins and outs 

OF CHOOSING YOUR SIM'S LOOK AND FEEL AND 
ESTABLISHING BASIC PERSONALITY. 

•Motives: Five basic forces drive your Sim's 
OVERALL Happiness, and you have to pay attention 

TO THEM ALL. KNOWING HOW THESE NEEDS WORK AND 
THE MOST EFFICIENT WAY OF MEETING THEM WILL PUT 
YOU ATOP THE "BUSTIN' OUT" HEAP. 

•Objects: In most cases, how well you meet your 

I NEEDS OR MOTIVES DEPENDS ON THE OBJECTS YOUR 

1 Sims purchase. This section explains how 

OBJECTS WORK AND OFFERS A DIRECTORY OF EVERY 
LAST ONE. 

•Social Interaction: Learn how social 

M teraction leads to friendships, love, and 

.REER SUCCESS. 


•Your Fellow Sims: Find all the details of the 
Non-Player Character (NPC) Sims that inhabit 
The Sims Bustin' Out, including their place of 

RESIDENCE, PERSONALITY PROFILE, SIGNATURE 
INTERACTIONS, UNLOCKABLES, INTERESTS, AND 
BEFRIENDING STRATEGIES. 

•Career Tracks: The game (especially Bust Out 
mode) is all about mastering the career world. 
This section details what each job entails, how 

THE CAREERS SYSTEM WORKS, AND WHAT YOU MUST 
DO TO ADVANCE IN EVERY TRACK. 

•Building a Home: When the house you're given 
isn't good enough, or you want to build a 

MONUMENT TO YOUR OWN SiM GREATNESS, KNOWING 
HOW TO USE Build mode is the first step. This 
SECTION TEACHES YOU HOW TO KEEP YOUR DREAM 
HOME FROM BECOMING A MONEY PIT. 




- YOU MAY ONLY PLAY AS A CHILD IN FREE 
~ PLAY MODE. BUST OUT MODE IS FOR 
ADULTS ONLY 


The first exception is 
GENDER. The sex of your Sim 
DICTATES WHAT OTHER SiMS 
HE OR SHE CAN MARRY. IF 

there's a particular NPC 
Sim you want to marry, you 

MUST DESIGN YOUR SiM TO BE 
THE RIGHT GENDER. 


The main Create-A-Sim menu 


Your first task as a new The Sims Bustin' Out player is to build 
YOUR Sim. The tools in this part are about more than just get- 
ting THE RIGHT NOSE OR SHOE COLOR. THE DECISIONS YOU MAKE HERE 
AFFECT EVERY MAJOR MOMENT WITH YOUR SiM AND MAKE LIFE EASIER ^ 
OR MORE DIFFICULT IN A VARIETY OF SITUATIONS. 


The second exception is 

WHETHER YOUR SiM IS AN 
ADULT OR A CHILD. PLAYING AS 
A CHILD VERSUS AN ADULT 
BOTH CLOSES AND OPENS 
VARIOUS AVENUES IN THE 
GAME. There are many 
THINGS KIDS CAN'T DO (dRINK 
COFFEE, FALL IN LOVE, ETC.), 
BUT THERE ARE MANY THINGS 
OWLY THEY CAN DO. 


The first several steps in 
Sim creation are giving 
YOUR Sim a name and fine- 
tuning PHYSICAL APPEARANCE 
AND CLOTHING. THESE DECI- 
SIONS PLAY A MASSIVE ROLE IN 
HOW YOU EXPERIENCE THE 
GAME BUT, WITH TWO EXCEP- 
TIONS, HAVE NO IMPACT ON 
THE GAME. DO WHATEVER 
FEELS RIGHT TO YOU. 


The Personal menu is where 
YOU SET YOUR Sim'S AGE, GEN- 
DER, AND PERSONALITY TRAITS. 


The Naming screen 
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In Bust Out mode, meeting an NPC for the first time unlocks a 

NEW APPEARANCE ITEM (OR ITEMS) ASSOCIATED WITH THAT SiM. IT CAN 

BE AN NPC Sim's suit, hat, or hairstyle. 



The Body and Head menus are where you fine-tune your 
Sim's look. 

Your Sim's fundamental appearance can be set in the Body 
AND Head menus. Note that though clothing can be changed 

EACH TIME YOU LOAD A SAVED GAME, BASIC PHYSICAL 
CHARACTERISTICS CAN'T. 


IN 90TH 90DY AND HCAD NICNUQ, 
YOU CAN l^OTATC YOUl^ QM TO GOT 
A ANOtC LOOK UilTH 

THU ZOONI/l^OTATU CONTl^Ot. 


Though they aren't available the first time you begin Bust 
Out mode, these new items can be used to create new Sims in 
Free Play mode or change your Sim's appearance whenever you 

LOAD YOUR SAVED GAME. 



Tite Power of 
Pefsooo//ty 


Each Sim is defined and ruled by the choices you make in 

DEFINING HIS OR HER PERSONALITY. 


Tfdit Impacts 



Trait 

Motive Decay Increase 

Skill Accelerated 
(Object) 

Raise Max 
Fun Value 

TV Channel 

Oncrease Max Fun Value) 

Neat 

None 

None 

No 

None 


Messy 

None 

None 

No 

None 


Outgoing 

Social 

Charisma (all Mirrors) 

Yes 

Romance 


Shy 

None 

Mechanical (all Bookshelves) 

No 

None 


Active 

None 

Body 

(basic Exercise Machine 
AND Swimming Pool only) 

Yes 

Action 


Lazy 

Comfort 

None 

No 

None 


Playful 

Fun 

Creativity 

(Easel AND Piano only) 

Yes 

Cartoon 


Serious 

None 

None 

Yes 

None 


Nice 

None 

None 

No 

None 


Grouchy 

None 

Mechanical (all Bookshelves) 

Yes 

Horror 



In The Sims Bustin' Out, ASm's personality consists of five 

FACETS, EACH A CONTINUUM BETWEEN TWO OPPOSITE EXTREMES. 

*Neat/Messy 

*Outgoing/Shy 

*Active/Lazy 

*Playful/Serious 

*Nice/Grouchy 

You HAVE 25 POINTS TO DISTRIBUTE BETWEEN THESE FIVE TRAITS. 
This limited number means you must choose which parts of 
YOUR Sim's personality are important. 



jugr 9UCAUQU a TOA\T \Q MUOATWU 
DOUQM'T mm \T CAM'T 9U 
A9LU. QHY Q\m. U)CAMPtU, HAVU A 
T\MU MAKIMO 
THP\^ QOClAt MOTWP DPCAYQ QtOUltY, 
MUAMIMO THAT THPY DOM'T HAVU TO IMTUT^ACT Ui\TH 
OTHU^ Q\m AQ MUCH. LAZY QMQ O^AVITATU TOUiAT^D 
tOUMMPACT PUM ACTWmUQ, MUAMIMO THPH^ UMPT^OY 
DPPtPTPQ MOT^P QtOUlPY THAM AtUiAYQ-OM-THP-00 
ACTWP QMQ. 


The number of points you assign to each trait can be 

GENERALIZED INTO THREE CATEGORIES, DEPENDING UPON WHETHER A 

Sim's trait is negative (1-3), balanced (4-7), or positive (8-10). 
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Neat/Messy 

The number of points assigned to this trait dictates your 
Sim's autonomous tendency toward tidiness. When left to 

THEIR OWN DEVICES, SiMS TEND TO THE FILTH AROUND THEM IN ACCOR- 
DANCE WITH THEIR NEATNESS. THE HIGHER THE NUMBER OF POINTS, 

THE MORE INITIATIVE THEY TAKE TO CLEAN UP AFTER THEMSELVES AND 

(as the points reach the top) those around them. 

*Messy (1-3 points): Messy Sims rarely clean up 
MESSES. They're actually more prone to 

MAKING MESSES. 

^Balanced (4-7 points): Balanced Sims usually 

CLEAN UP AFTER THEMSELVES (THOUGH NOT ALWAYS) 
AND OCCASIONALLY PICK UP AFTER OTHERS IF IT 

doesn't take any extra effort. 

*Neat (8-10 points): Neat Sims spend much of their 

VALUABLE TIME CLEANING ANY MESS IN SIGHT AND 
RARELY SULLY THEIR HOUSES THEMSELVES. THEY 
ALWAYS WASH THEIR HANDS AND SCRUB ANY DIRTY 

DISHES. The toilet is always flushed, sparkling, 

AND UNCLOGGED, AND THERE AREN'T ANY STRAY 
PUDDLES ON THE FLOOR. ALAS, THEY PROBABLY DON'T 
HAVE MUCH TIME FOR ANYTHING ELSE. 

Neatness is the most easily sacrificed trait. You could drop it 

TO ZERO WITHOUT AFFECTING YOUR Sim'S ABILITY TO LIVE EFFECTIVELY. 

Since this trait is mostly concerned with Sims' autonomous 

BEHAVIOR, MAKING MESSY SiMS ACT NEAT IS SIMPLY A MATTER OF 
DIRECTING THEM TO CLEAN THINGS. CLEANING IS TIME CONSUMING, SO 
THE BEST COURSE MIGHT BE TO HIRE A MAID. 

Oatyoiny/Shy 

Your Sim's ability to socialize is heavily ruled by this trait. 

The more Outgoing a Sim is, the more high-powered interac- 
tions ARE AVAILABLE, AND THE FASTER THAT SiM MAKES FRIENDS. 

*Shy (1-3 points): Shy Sims have fewer social 

INTERACTIONS AVAILABLE TO THEM; THEY CAN'T 
INITIATE INTIMATE INTERACTIONS EASILY AND LIKELY 
REJECT THEM FROM OTHERS. TO GET ROMANCE, MAKE 
SURE THE OTHER SiM IS OF A COMPATIBLE 
PERSONALITY (SEE "ZODIAC SIGNS AND PERSONALITY" 
LATER IN THIS SECTION). ON THE UPSIDE, SHY SIMS 
REQUIRE LESS SOCIAL INTERACTION THAN OUTGOING 
ONES TO FEED THEIR MOTIVES. 

^Balanced (4-7 points): Balanced Sims are not 

WORLD-CLASS SOCIAL BUTTERFLIES BUT AREN'T 
SHRINKING VIOLETS EITHER. THEY DON'T HAVE THE 
ADVANTAGES THAT COME TO OUTGOING SiMS BUT 


don't suffer the drawbacks felt by Shy Sims. 
^Outgoing (8-10 points): Outgoing Sims can make 

FRIENDS QUICKLY BUT NEED MORE INTERACTION TO 
KEEP THEIR SOCIAL MOTIVE UP (DECAY IS 

accelerated). Outgoing Sims get more Fun out of 

THINGS LIKE USING THE HOTTUB AND WATCHING THE 

Romance Channel on TV, and they earn Charisma 

POINTS FROM CERTAIN ITEMS AT A FASTER RATE. 

r 

\F A OUTOOIMO QM \Q m 
OMP \MTO m HOT TUR HP OR QHP Uiltt 
00 \M WITHOUT A 9ATH\M0 QUIT Att 
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AM OUTOOIMO Q\m t ACK OP MODPQTY AtQO PAYQ 
OPP IM THP PATHROOMl. IP A HlOH OUTOOIMO QM IQ UQIMO 
THP TOltPT UiHPM AMOTHPR QIMI UiAtKQ IM, THP OUTOOIMO 
QIM UiOM’T QUIT UQIMO THP TOltPT THIQ IQ MORP 
VAtUAPtP THAT YOU’D THIMK 


Despite the benefits of shyness, it's usually a good idea to max 
Outgoing. You need to interact a lot more, but you should have 

NO TROUBLE MAKING FRIENDS (ESPECIALLY IF NICE IS HIGH TOO). SINCE 
THE NAME OF THE GAME IN BUST OUT MODE IS CAREER ADVANCEMENT, 
THE ABILITY TO MAKE FRIENDS QUICKLY IS CRUCIAL. 


This continuum affects what kinds of things Sims find Fun, 

HOW THEY EXPERIENCE COMFORT, AND HOW FAST THEY ACHIEVE BODY 

SKILL POINTS. There are also several side effects too. 


*Lazy (1-3 points): Lazy Sims get more Fun out of 

SEDENTARY ACTIVITIES LIKE WATCHING TV, NAPPING ON 

Sofas or Couches, and lounging in the Hot Tub. 
They also tend toward these activities if left to 

THEIR OWN DEVICES. UNFORTUNATELY, THE LOWER THE 
SCORE, THE MORE TIME IT TAKES FOR A SiM TO GET OUT 

OF BED. Another downside is Lazy Sims' lack of 

PHYSICAL CONDITIONING MEANS THAT THEIR COMFORT 
MOTIVE DROPS FASTER THE LOWER THEIR SCORE. 

^Balanced (4-7 points): The midrange in this 

ATTRIBUTE MEANS A NORMAL DECAY OF COMFORT AND 
AN EQUAL TENDENCY TOWARD PHYSICAL AND NON- 
PHYSICAL Fun objects. This is a good medium 
BECAUSE IT ALLOWS SiMS TO ENGAGE IN ALL SORTS OF 

Fun activities, giving them more flexibility. 
^Active (8-10 points): Active Sims autonomously 

GRAVITATE TOWARD PHYSICAL FUN ACTIVITIES (PLAYING 
BASKETBALL, FOR EXAMPLE) RATHER THAN THE MORE 
RELAXED PURSUITS. THE MAXIMUM FUN THEY CAN GET 
FROM THESE OBJECTS RISES WITH THEIR NUMBER OF 

Active points. They also get heightened Fun from 

WATCHING THE ACTION CHANNEL ON TV. HIGH ACTIVE 





ALSO SLOWS THE DECAY OF COMFORT, SPEEDS THE 
ACQUISITION OF BODY SKILL POINTS, AND EARNS FUN 
WHILE INTERACTING WITH BODY SKILL OBJECTS (LIKE 

Workout Equipment). 

Active is also (like Neat) one of the traits you can reduce for 

THE SAKE OF YOUR FRIEND-MAKING ATTRIBUTES (OUTGOING, NICE). YOU 
PAY A PRICE FOR HAVING A LAZY SiM. WAKE-UP TIME IS A PROBLEM, AND 

it's a pity not to be able to multitask Fun and Body skill. 

You MUST ALSO BE MORE MINDFUL OF YOUR COMFORT. BUT IF YOU 
HAVE TO SKIMP SOMEWHERE, ACTIVE IS THE PLACE. 

Ptaj^M/Serhus 

Alongside Active, Playful/Serious determines which Fun activi- 
ties YOUR Sim gravitates toward and fully enjoys. It also, like 
Outgoing, dictates the availability and reaction to several 

INTERACTIONS, PARTICULARLY SILLY INTERACTIONS LIKE JOKES, FINGER 
PULLING, ETC. 

On the downside. Playful Sims need constant Fun; the motive 

ACTUALLY DEGRADES MORE QUICKLY THAN FOR MORE SERIOUS SiMS. 

^Serious (1-3 points): Serious Sims like their Fun 

TOO BUT IN A quieter WAY. THEY PREFER READING 
AND PLAYING CHESS TO MORE FRIVOLOUS PURSUITS 

(video games, sports, etc.). As such, they 

GRAVITATE TOWARD MORE SOLEMN FUN OBJECTS 
AUTOMATICALLY AND RECEIVE A RAISED FUN MAXIMUM 
WHEN USING THEM. THEY DON'T TAKE WELL TO JOKING 
AND TEASING INTERACTIONS, SO CHECK AN NPC SIM'S 

Playful/Serious score before doing 

ANYTHING SILLY. 

^Balanced (4-7 points): Balanced Sims don't 
suffer the accelerated Fun decay of high Playful 
Sims, can engage in and enjoy most social inter 

ACTIONS, AND ARE EQUALLY ATTRACTED TO ALL FORMS 

OF Fun. They don't get a significant boost in Fun 

MAXIMUM FOR ANY OBJECT OR ACQUIRE CREATIVITY AT 
A SLIGHTLY HEIGHTENED SPEED. 

^Playful (8-10 points): High Playful Sims are 

GREAT PARTIERS, BUT THEY CAN'T ABIDE NOT HAVING 

Fun, as it decays more quickly than for other 
Sims. Keep them stimulated with goofy and casu 
AL Fun objects (and watching the Cartoon 
Channel on TV), and they'll get more than the 
usual motive boost from them. Their Fun loving 

EXTENDS TO SOCIAL INTERACTIONS, FULLY ENJOYING 
THE CRAZY AND CRUDE. 

Strategy 

Though there are certain benefits to a Serious Sim, consider 
SETTING Playful/Serious no lower than 5. A balanced Sim 
RECEIVES MANY OF THE BENEFITS OF BOTH EXTREMES WITHOUT THE 
DRAWBACKS OF THE TRULY PLAYFUL. GOING HIGHER MIGHT BE WORTH- 
WHILE IF YOU WANT TO MAKE FRIENDS EASILY. 


Mtee/Crouehy 

Nice is an extremely important trait for social interaction. 

*Grouchy (1-3 points): It's difficult to make 

FRIENDS WITH GROUCHY SiMS; THEY DON'T REACT 
WELL TO PLEASANTRIES AND TEND TO LASH OUT WITH 
DISAGREEABLE INTERACTIONS. YOU WON'T FIND MANY 
AGREEABLE INTERACTIONS AVAILABLE TO YOU IF YOUR 

Sim is cruel, and that means slow career 

ADVANCEMENT. ON THE LONE UPSIDE, GROUCHY SiMS 
RECEIVE HIGHER THAN NORMAL FUN FROM WATCHING 

THE Horror Channel on TV. 

*Balanced (4-7 points): Balanced Sims are fine but 
don't have the friend-making facility that high 
Nice Sims do. If there's one area in which 

MODERATION IS NOT ENOUGH, THIS IS IT. ON THE 
OTHER HAND, KEEPING IT AROUND 5 WON'T DO TOO 
MUCH SOCIAL DAMAGE. 

*Nice (8-10 points): High Nice is all about making 
FRIENDS. In fact, WITH HIGH RATINGS IN BOTH 
Outgoing and Nice, one could take a relationship 
FROM 0 TO 100 IN A SINGLE (EXHAUSTING) ENCOUNTER. 
You don't GET SOME OF THE ENTERTAINING NEGATIVE 
INTERACTIONS THAT GROUCHY SiMS DO, BUT THEY 

won't make you many friends anyway. When 

FACED WITH A GROUCHY SiM, TRY TO REJECT 
INTERACTIONS THAT MIGHT CAUSE YOUR NICE SiM TO 
REACT NEGATIVELY. 

Keep it high; the benefits of high Nice are so obvious that it's 

WORTH THE EXTRA POINTS. IT TAKES SOME DILIGENCE TO FEND OFF NEG- 
ATIVE INTERACTIONS THAT MAKE BEFRIENDING A GROUCHY SiM MORE 
DIFFICULT, BUT THAT JUST TAKES EXTRA ATTENTION. IF YOU WANT TO 
FOCUS ON MAKING FRIENDS, DON'T SET NICE BELOW 7. 

Zodiac Sifos aad Persoaaiity 

Rather than fine-tuning your 
OWN Sim, you can choose the 
Sims's zodiac sign. Each sign 

IS A PERSONALITY PRESET THAT 
ROUGHLY MATCHES WHAT A PER- 
SON OF THAT SIGN WOULD BE 
LIKE. You CAN ADJUST THE VAL- 
UES ASSIGNED TO EACH PERSON- 
ALITY TRAIT BEYOND THESE 
PRESETS, BUT CHANGING THEM 
TOO MUCH IN EITHER DIRECTION 
EVENTUALLY PUTS YOU INTO A 
DIFFERENT STAR SIGN. 

The initial values for 

EACH STAR SIGN ARE SHOWN IN THE FOLLOWING TABLE. ALSO SHOWN 
ARE THE ZODIAC SIGNS THAT ATTRACT AND REPELASiM OF EACH SIGN. 

Keep these affinities and aversions in mind when trying to 

ESTABLISH FRIENDSHIPS AND LOVE; IT'S HARDER (THOUGH NOT 

impossible) when you're dealing with incompatible star signs. 



Zodiac signs are personality 

PRESETS THAT CAN SPEED UP 
THE SlJVl CREATION PROCESS. 
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iodine Signs 



Sign 

Neat 

Outgoing 

Active 

Playful 

Nice 

Attracted To 

Repelled By 

Aquarius 

4 

4 

4 

7 

6 

Capricorn, Sagittarius 

Scorpio, Virgo 

Aries 

5 

8 

6 

3 

3 

Gemini, Taurus 

Cancer, Libra 

Gvncer 

6 

3 

6 

4 

6 

Taurus, Scorpio 

Gemini, Aries 

Gvpricorn 

7 

4 

1 

8 

5 

Aquarius, Taurus 

Leo, Gemini 

Gemini 

4 

7 

8 

3 

3 

Pisces, Virgo 

Capricorn, Aries 

Leo 

4 

10 

4 

4 

3 

Sagittarius, Cancer 

Capricorn, Gemini 

Libra 

2 

8 

2 

6 

7 

Virgo, Cancer 

Pisces, Scorpio 

Pisces 

5 

3 

7 

3 

7 

Scorpio, Gemini 

Leo, Aries 

Sagittarius 

2 

3 

9 

7 

4 

Pisces, Capricorn 

Libra, Scorpio 

Scorpio 

6 

5 

8 

3 

3 

Pisces, Leo 

Libra, Aquarius 

Taurus 

5 

5 

3 

8 

4 

Aries, Libra 

Virgo, Cancer 

Virgo 

9 

2 

6 

3 

5 

Aquarius, Sagittarius 

Leo, Taurus 


Objects can appeal more or less to Sims with certain personality trait levels. These objects "call out" to 

AUTONOMOUS SiMS MORE FORCEFULLY BECAUSE OF THEIR SPECIFIC PERSONALITY TRAITS. THEREFORE, A LAZY SiM IS ATTRACTED 
TO THE Couch while an Active Sim is drawn to the Basketball Hoop. 


Sims are ruled by their overall sense of well-being, also 

KNOWN AS THEIR "MOOD." MOOD IS THE CUMULATIVE EFFECT OF EIGHT FUN- 
DAMENTAL NEEDS: Hunger, Hygiene, Energy, Social, Comfort, Bladder, 
Fun, Room. One of the major challenges in playing The Sims Bustin' 

OUT\S TENDING TO THESE MOTIVES EFFECTIVELY AND EFFICIENTLY. 






Pressing up on the D-pad 

SHOWS YOUR CURRENT JVIOTIVE 
LEVELS. The indicators throb 
UPWARD OR DOWNWARD TO SHOW 
WHICH DIRECTION THE JVIOTIVE IS 
HEADED AND HOW QUICKLY. 

^Career Advancejvient: Being in the best possible 

JVIOOD WHEN YOU GO TO WORK IS CRUCIAL TO GETTING 
PROJVIOTIONS. If YOU JVIEET ALL SKILL AND FRIENDSHIP 
QUALIFICATIONS FOR THE NEXT LEVEL IN A CAREER, YOUR 
JVIOOD WILL DICTATE WHETHER OR NOT YOU GET THE 
PROJVIOTION. The higher it is, the greater THE 
PROBABILITY OF PROJVIOTION. IF YOUR JVIOOD IS TOO 
LOW DAY AFTER DAY, YOU'LL BE DEJVIOTED. 


*SociAL Interaction: You jviay only interact fully 

WITH OTHER SlJVIS IF YOUR INDIVIDUAL JVIOTIVES AND 
YOUR OVERALL JVIOOD ARE HIGH. LOW JVIOTIVES LIJVIIT 
THE AVAILABILITY OF CERTAIN SOCIAL INTERACTIONS AND 
CHANGE YOUR REACTION TO ONES FROJVI OTHER SlJVIS. 

*Skill Objects: Overall jviood and individual 

JVIOTIVES CAN, IF TOO LOW, PROHIBIT YOUR USING SKILL 
DEVELOPJVIENT OBJECTS. IF YOUR SlJVl'S JVIOOD OR A 
PARTICULAR JVIOTIVE BECOJVIES TOO LOW WHILE USING A 
SKILL OBJECT, YOU'LL BE UNWILLINGLY BOOTED FROJVI 
THE OBJECT. IF YOU'RE ALREADY IN A BAD WAY, YOU 
can't USE THE OBJECT AT ALL. 

^Motive Failure: If you ignore your critical bodily 
JVIOTIVES (Energy, Hunger, and Bladder), you'll get 

A WELL-DESERVED PENALTY FOR NOT TAKING CARE OF 
YOUR SlJVI. PUNISHJVIENTS CAN RANGE FROJVI UNCLEAN 
AND EJVIBARRASSING TO FATAL. 

Sow Work 

Your motives are measured from a low of -100 (absolute failure) 
TO 100 (total satisfaction). You can't see these numbers in the 

MOTIVES METERS, BUT YOU CAN IMAGINE THEM PROPORTIONALLY. 


Motive Oeeay 


JVIOTIVES (except for ROOM, WHICH IS A SPECIAL CASE) DECAY OVER 
TIME, DROPPING TOWARD -100 IF YOU DO NOTHING TO REPLENISH THEM. 

The speed with which each motive declines and the forces that 

CAN ALTER THAT SPEED ARE UNIQUE TO EACH MOTIVE. 




- — MOTIVE DECAY etOWe DURING SLEEP 
AND OCCURS WHILE YOUR QM \& AT WORK. 
'' EACH JOP PROMOTION LEVEL HAS ITS OWN 
MOTIVE DECAY PROFILE THAT DETERMINES HOW 
MUCH OF EACH MOTIVE YOU LOSE WHILE AT WORK. 
REALLY PHYSICAL JOPS, FOR EXAMPLE, EXPEND 
MORE ENERGY DURING A SHIFT THAN A DESK JOP. 





m: 


Generally, motives decay 

AT A CONSTANT RATE, BUT SOME 
ARE VARIED BY THE LEVEL OF 
THE MOTIVE. FOR EXAMPLE, AS 

Hunger nears -100, the rate 

OF DECAY SLOWS TO ALLOW 

YOUR Sim AS MUCH TIME AS ^ 

POSSIBLE TO GET A MEAL. 

Motive decay can be 

ACCELERATED BY ENGAGING IN 
CERTAIN ACTIVITIES AND 

^ YOUR 

USING CERTAIN OBJECTS. THIS 
IS DETAILED FOR EACH MOTIVE 
LATER IN THIS SECTION. 


0 — I 


i " QomwmQ m m 

- TUiO OPJ^CTQ MIOHT 9^ DU9 TO 

QOMTTHIMO OTH9P THAM THQP MOTWT PATIMOQ. \f 
TUIO TOltTTQ MAVT \D9MT\CAt 9LADDTP PATIMOQ, OMT 
MIOHT COOT MOPT 9TCAUQT \T AtQO IMCPTAQTQ POOM 
QCOPT OP IMPAPTQ COMFOPT QlMUtTAMTOUQtY 


Ataffye Faiture 


If some motives reach rock bottom (-100), MOTIVE FAILURE 
OCCURS. For the critical bodily functions, these are serious 

CONSEQUENCES. 


If motives are in danger, 
your Sims will do anything 
TO LET you know. 


Mood 



Mood is the average of all eight motives at any given time. It 
TOO IS MEASURED ON A SCALE OF -100 TO 100. UNLIKE WITH INDIVID- 
UAL MOTIVES, WHICH HAVE LOWER THRESHOLDS, A MOOD BELOW 0 
SHUTS YOU OUT OF MOST SKILL BUILDING AND SOCIAL INTERACTIONS 
AND PRECLUDES AN OTHERWISE DESERVED JOB PROMOTION. 



— YOURi e\Me TRY TO TELL YOU IF 
THEY'RE HAVING PROPLEM6 WITH THE\R 
MOTIVES. THEY GESTURE WILDLY, SHOUT, WOPPLE 
ON THEIR FEET (ENERGY), PIN THEIR KNEES TOGETHER 
(PLADDER), OR HOLD THE\R PELUES (HUNGER) TO ALERT 
YOU TO THE\R PLIGHT KEEP AN EYE OUT FOR THESE 
DANGER SIGNS. 

\F YOU HAVE "FREE VULL" (SET \N THE "OPTIONS” 
MENU) TURNED ON, YOUR S\MS SHOULD, \N THE APSENCE 
OF ANY SPECIFIC COMMANDS FROM YOU, TEND TO THEIR 
MOST CRmCAL NEEDS. IF YOU KEEP THEM PUSY, THEY 
MAY NOT PE APLE TO GET WHAT THEY NEED. WITH FREE 
WILL TURNED OFF, YOUR S\MS ARE HELPLESS WITHOUT 
YOUR SPECIFIC INSTRUCTIONS. 



MOOD CAN PE VIEWED PY THE 
MOOD INDICATOR APOVE YOUR SIM’S 
< PORTRAIT \NSET. 




Motive Sotistaetioo 


To REPLENISH A MOTIVE, YOU MUST DO THINGS THAT SATISFY THE 

motive's need. For example, to elevate the Bladder motive your 
Sim must occasionally use a Toilet. To replenish Energy, the 
Sim must sleep. 


Mood is a "weighted average." In other words, how high or 

LOW A MOTIVE IS DICTATES HOW MUCH IT CONTRIBUTES TO MOOD. A 
STUNNING EXAMPLE OF THIS IS BLADDER. UNTIL IT GETS WELL BELOW 

0, Bladder has a steadily decreasing effect on mood. Suddenly, 

AT AROUND -50, ITS MOOD CONTRIBUTION IS MAGNIFIED, BECOMING 
SHARPLY MORE SO AS IT APPROACHES BOTTOM. THE REASON FOR THIS 
IS UNDERSTANDABLE. AN EMPTY BLADDER HAS LITTLE EFFECT ON YOUR 
FEELING OF WELL-BEING, BUT A FULL ONE GETS YOUR ATTENTION. 

The same holds true for other motives like Hunger. A full 

STOMACH TAKES YOUR MIND OFF FOOD, BUT BEING FAMISHED ALLOWS 
YOU TO THINK OF LITTLE ELSE. 

Some motives are magnified only when they are either very 

HIGH OR VERY LOW. 




— ^ 99CAUQ9 FUM AMD QOClAt MAVF A 
HQOMTFMFD FFFFCT OM MOOD UiHFM 

\TQ IMPOT^TAMT TO QPTMD 
YOUT^ tAQT MOMTMTQ AT MOMT PTFOT^T UiOT^K OTTTIMO 
POTH TO THF TOP TT^Y DAMCIMO PY THT MAltPOX 
UiATCMlMO TV UilTH A HOUQTMATT OM TMT FTOMT LAUiM 
UMT\L THT PUQ \Q JUST APOUT TO PUtt AUiAY 


Sleep is the most obvious way But a little coffee will do the 
TO REGAIN Energy. trick in a pinch. 

As WITH DECAY, MOTIVE REPLENISHMENT CAN SOMETIMES BE 
ACCOMPLISHED BY LESS OBVIOUS MEANS. THIS IS EXPLAINED LATER IN 
EACH MOTIVE'S PROFILE. 

Generally, an object's ability to replenish a motive is a 

FUNCTION OF ITS MOTIVE RATING AND COST. THE HIGHER AN OBJECT'S 
MOTIVE REPLENISHMENT RATING, THE MORE IT COSTS TO PURCHASE. 




Hunger represents your Sim's need for food. 


Decay 


Hunger decreases steadily over time, and nothing changes the 

RATE OF THIS DOWNWARD CRAWL EXCEPT BEING ASLEEP. 


PKiM«eAMes.eeM 
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Sdiisfyiag Hunger 


Satisfying Hunger is a mat- 
ter OF EFFICIENCY. THERE IS 
MUCH YOU CAN DO TO 
STREAMLINE THIS PROCESS IN 
RESPECT TO THE AMOUNT OF 
TIME YOUR Sim spends cook- 
ing and the AMOUNT OF SAT- 
ISFACTION YOUR Sim gets 
FROM FOOD. 


It's feeding time 


Source 


There are several ways to get food, 


1. Cooked foods from a Refrigerator: This should 

BE YOUR NUTRITIONAL MAINSTAY. A FULLY FUNCTIONAL 
KITCHEN (fridge, PREP AREA, AND COOKING 

equipment) is crucial to this process. 

2. Uncooked foods from a Refrigerator: Without 

THE OTHER ESSENTIAL ELEMENTS OF A WORKING 

KITCHEN, Refrigerators are a source of cold, 

UNSATISFYING BUT CHEAP BASELINE NUTRITION. 

3. Grills: Outdoor grills can provide cooked food 

FROM A SINGLE OBJECT, BUT THE RESULT'S NOT HEAVY 

IN Hunger satisfaction. 

4. Hospitality of others: When visiting the homes 
OF OTHER Sims, you can share in their cooking if 

THEY MAKE ENOUGH FOR EVERYONE. HOWEVER, THIS 
TAKES AWAY FROM YOUR BUDGET. 

5. Order Pizza: Your phone can get you a meal, but 

IT COSTS A LOT OF MONEY, AND YOU HAVE TO WAIT AN 
HOUR FOR IT TO ARRIVE. ALSO, PIZZA'S MESSY, SO IT 
SLAMS YOUR HYGIENE MOTIVE. 


fooS Prepurutiou 


For kitchen-cooked foods, the Hunger value can be modified by 

SEVERAL FACTORS. EACH OF THESE STEPS SHOULD BE TAKEN INTO 
ACCOUNT WHEN DESIGNING YOUR Sim'S HOUSEHOLD. 


1. The kind of Refrigerator: The more expensive the 

FRIDGE, THE MORE NUTRITIONAL MEAL TYPES IT 
CONTAINS. 

2. The kind of meal: A "Quick" dinner carries less 

NUTRITIONAL OOMPH THAN A FULL "DINNER," SO THE 
RAW MATERIALS DO COUNT. 

3. Food preparation area: Countertops bestow a 

FIXED AMOUNT OF HUNGER POINTS TO FOOD PREPARED 
ON THEM (the SAME FOR ALL REGARDLESS OF PRICE). 

For added speed and hunger points (double 

THOSE FROM A COUNTERTOP), PLACE A FOOD 


Processor on the counter right between your 
Refrigerator and your Stove. 

4. Cooking appliance: The more expensive the 

COOKING APPLIANCE, THE MORE HUNGER POINTS IT 
ADDS TO THE MEAL. 



The previous food prepara- 
tion STEPS ARE MOSTLY ABOUT 
THE OBJECTS YOU BUY, BUT 

there's one last one that 
CONCERNS YOUR SiM. 

The most important thing 

YOU CAN DO TO IMPROVE THE 
PREPARATION SPEED AND 

Hunger satisfaction of more important than an 

HOME-COOKED (aND GRILL- EXPENSIVE StOVE IS THE TIME 
cooked) meals is to investment in STUDYING 

IMPROVE YOUR Sim's Cooking. 

Cooking skill. The higher 

THIS IS, THE FASTER YOUR SiM CAN COOK, AND THE MORE SATISFYING 
THE MEAL. 

Increasing Cooking skill takes time and dedication, but it's 

WORTH IT IF ONLY TO SIGNIFI- 
CANTLY SHORTEN THE TIME IT 
TAKES TO GET YOUR SiM READY 
FOR WORK. 

Still, Cooking skill is 

NOT ENTIRELY MANDATORY. 

Unless you plan on cooking 

WITH THE INEFFICIENT BUT FIRE- 

SAFE Microwave, you need 
AT LEAST 2 Cooking points Bad cooks start fires. Don't 
TO SAUTE SAFELY. A Sim WITH HAVE A StOVE IN THE HOUSE IF 
LESS THAN 2 COOKING POINTS THERE'S AN INEXPERIENCED 
CAN START A FIRE ANY TIME HE COOK AROUND. 

TOUCHES A STOVE. 

MDDd Impact 

Hunger's impact on mood is steady until it reaches zero, at 

WHICH POINT ITS IMPACT BECOMES INTENSE AND CATASTROPHIC, MORE 
HEAVILY DAMAGING TO MOOD THAN ANY OTHER LOW MOTIVE. 

Therefore, it's not necessary to have a full stomach when 
YOUR Sim heads off to work. Just make sure it's in the green. 

failure State 

Reaching -100 in Hunger is no laughing matter. The result is 
DEATH. Game over. Don't let your Sim starve. 

Hygiene reflects your 
Sim's bodily cleanliness. 

Regular care is required 

TO PREVENT YOUR OWN 
STINK FROM DRAGGING 
DOWN YOUR MOOD. 





The solution to Hygiene prob- 
lems IS A GOOD SOAK IN THE TUB 
OR A Shower. 




Oeety 


Over time, Hygiene decays gradually and steadily. The drop can 

BE QUICKENED BY DOING MESSY THINGS LIKE EXERCISING, EATING 

PIZZA, USING A Toilet, or failing to make it to a Toilet before 

AN ACCIDENT. 


Stttisfaetho 


Satisfying your Hygiene motive is a simple matter of washing 
UP. Most of this comes from Showers or Tubs but also from 

WASHING HANDS IN SiNKS OR BRUSHING TEETH IN BATHROOM 

Mirrors. A soak in a Hot Tub is also good for Hygiene. 


DOM’T UlAgra T\M^ UiAQWMO YOUT^ 
HAMDQ AFTai^ UQIMO THU TO\tUT UQU 
THU QHOUiU^ \MQTUAD UVUT^Y OTHUT^ 


T\MU YOU UQU THU COMMODU. 


fiaftmt 


Your Sim doesn't notice low Hygiene until it's well into nega- 
tive TERRITORY. AT THAT POINT ITS IMPACT ON MOOD CLIMBS SUD- 
DENLY, GROWING WORSE AS YOUR SiM ACCUMULATES FILTH. 


Mture State 


Other than the embarrassment of B.O., there is no failure 

STATE FOR HYGIENE. 


Energy represents your Sim's need for sleep-real, uncon- 
scious SLEEP. Without it, Sims can't function. 


\9eeey 


The drop in Energy is a slow and steady one. It can be sped by 

ENGAGING IN STRENUOUS ACTIVITIES LIKE EXERCISE OR DANCING. 


\ Sat/s fact/en 


You CAN REPLENISH ENERGY IN THREE WAYS: SLEEP, CHEMICAL INTER- 
VENTION, OR OTHER OBJECTS. 

^ ROOM IS 

* ' QUIET (no TV OR STEREO 

» ^ I f PLAYING IN THE room), 

1 YOU CAN GET SLEEP FROM 

ANYTHING YOUR Sim CAN 

V' I STRETCH OUT ON: A 

1 Recliner, Love Seat, 

^ Sofa, OR Bed. The BEST 

— Energy SATISFACTION 

Nothing like a good night's comes from a full 
SLEEP TO replenish ENERGY. NIGHT'S SLEEP IN AN 

EXPENSIVE Bed. 

An alternative to sleep is the artificial Energy boost of a 

CUP OF STRONG COFFEE OR ESPRESSO. THE FIXED EFFECT ISN'T HUGE 

(proportional to the coffee object's cost), but it gets you a 

LITTLE MORE TIME AT A PARTY. ON THE DOWNSIDE, CAFFEINE SPEEDS 
THE DECAY OF YOUR BLADDER MOTIVE. 


Though it costs dearly in Comfort, you can get a good 
Energy boost from touching the bug zapper. Check the object 
LIST IN THE "Sims' Stuff" section for other objects that 
ENHANCE Energy. 


tHeeS Impact 


Energy, like all bodily motives, most seriously impacts mood 

WHEN IT's LOW. THE LOWER IT GOES, THE MORE DEBILITATING ITS CON- 
TRIBUTION TO THE AVERAGE MOOD. 


Failure State 


If ALLOWED TO BOTTOM OUT, ENERGY CAUSES SiMS TO FALL ASLEEP 
ON THE FLOOR WHERE THEY'RE STANDING. THEY CAN'T CLAW BACK TO 
THEIR FEET UNTIL THEY'VE REPLENISHED A BIT OF ENERGY. 

Unfortunately, this can take a while since the cold, hard 

FLOOR RESTORES ENERGY VERY SLOWLY. SLEEPING ON THE FLOOR 
ALSO BRINGS DOWN COMFORT. 




Social is your Sim's need for interaction with other Sims. 
Nothing else can satisfy it. 


Decay 


Social degrades at a constant rate when your Sim is not 

ENGAGED IN INTERACTIONS WITH OTHER SiMS. THE LONGER THE ISOLA- 
TION, THE LOWER THE SOCIAL MOTIVE BECOMES. 

High Outgoing Sims lose 

* I I Social more quickly than 

[ FT- I LESS Outgoing Sims. 




Chatting, even between 
adults and children, affects 
the Social jviotive. 

Satisfactiaa 

Social motive is satisfied by social interactions. How much 

SOCIAL SATISFACTION YOU RECEIVE DEPENDS ON MANY FACTORS, 
INCLUDING THE KIND OF INTERACTION AND HOW IT'S RECEIVED. FULL 
DETAILS ON SOCIAL INTERACTION SCORING IS DESCRIBED LATER IN 
THE GUIDE. 

Social motive satisfaction can also be attained from 
"Group" Fun objects. These objects feed both Social and Fun if 

MORE THAN ONE SiM JOINS IN. 


MeeS Impact 


Like Fun, Social motive has a heightened impact on Mood when 
it's really high or really low. Try to max out Social before 

GETTING ON THE BUS TO WORK; IT'LL COMPENSATE FOR A LOT OF OTHER 
LOW MOTIVES. 


Failure State 


Social has no failure state, but letting it hit bottom does bad 

THINGS TO YOUR MOOD. 


PRmCAMeSXOM 






COMFORT \Q THE PERFECT MULTITASK- 
»N6 MOTIVE. TRY TO COMPWE COMFORT 
WITH OTHER MOTIVE-FEEDING OR eWLL- 
PUILDING ACTWmEe. GET A COMFORT- 
APLE COUCH AND PLACE IT NEAR THE TV. PUT A PLUSH 
CHAIR NEXT TO THE CHESS TAPLE. PUY THAT TOILET 
THAT'S SO SUIANKY THAT \1 FEEDS POTH COMFORT AND 
PLADDER. TRY A PATHTUP INSTEAD OF A SHOWER. 


Oeeay 

Comfort decays steadily over the course of the day, and can be 

ACCELERATED BY SEVERAL THINGS: SLEEPING ON THE FLOOR, HAVING A 

Bladder accident, or eating or reading (or doing anything) 

STANDING UP. 

Lazy Sims (low Active) lose Comfort more quickly than high 
Active Sims, requiring more frequent Couch visits. 

Sutistaethn 


Comfort is gleaned from comfortable objects. By and large, 

THIS MEANS SOFT, CUSHY FURNITURE; THE MORE EXPENSIVE, THE FASTER 
IT IMPARTS Comfort. 

Several objects feature Comfort satisfaction in addition to 

I THEIR PRIMARY PURPOSE. BATHTUBS AREN'T AS EFFICIENT AS SHOWERS, 

I BUT THEY OFFER SIMULTANEOUS HYGIENE AND COMFORT. A GOOD 
EXPENSIVE Toilet keeps you comfy while you relieve yourself. 


Comfort defines Sims' need to occasionally 

TAKE IT EASY AND GET OFF THEIR FEET. SITTING ISN'T 
THE ONLY WAY TO GET COMFORT, HOWEVER, AND 
DOING TOO MUCH ISN'T THE ONLY WAY TO BRING IT 

DOWN. Going too long without a break is 

GENERALLY A RECIPE FOR VERY LOW COMFORT. 


Instead of just sitting 

FOR COJVIFORT, COUPLE 
IT WITH ANOTHER 
ACTIVITY LIKE WATCHING 
TV FOR Fun. 


Comfort has no failure state. 


Bladder motive is your 
Sim's need to occasional- 
ly TAKE THE PAUSE THAT 
REFRESHES. WHEN YOU'RE AT 
HOME it's easy TO TAKE 
CARE OF YOUR BLADDER, BUT 
BE MINDFUL OF THE NEAREST 

Toilet when you're out 

AND ABOUT. 


Drinking too jviuch coffee or 

FAILING TO JVlIND YOUR BLADDER 
JVIAKES THINGS PRETTY TENSE 
AND, IN A JVIOJVIENT, DAJVIP. 


Mood Impact 

As WITH OTHER BODILY MOTIVES, COMFORT IMPACTS MOOD MOST WHEN 
IT's ABSURDLY LOW. 


Failure State 


Decay 

Bladder declines steadily with time but is easily accelerated by 

ANY CONSUMPTION OF FOOD OR BEVERAGE. COFFEE AND ESPRESSO ARE 
PARTICULARLY DAMAGING TO BLADDER. 

Satisfactiea 

Obviously, Bladder is satisfied by using Toilets. The quality of 
THE Toilet determines how fast Bladder is restored to full. 

The other way to satisfy Bladder is to wait until it's totally 

DEPLETED AND LET LOOSE ON THE GROUND. THERE ARE, AS YOU'LL SEE, 
PRICES TO PAY FOR THIS BEHAVIOR. 

Meed Impact 

Bladder impacts mood more severely as it nears bottom, climb- 
ing SHARPLY AS THE CRISIS POINT APPROACHES. 

Failure State 

If Bladder hits -100, Sims do the only thing they can: relieve 

THEMSELVES WHERE THEY STAND. THIS REFILLS BLADDER MOTIVE TO 
FULL BUT DEMOLISHES COMFORT, HYGIENE, AND ROOM, NOT TO MENTION 
THE SOCIETAL OBLIGATION TO CLEAN UP YOUR MESS. 

Art 

Every Sim, no matter how 
SERIOUS, NEEDS FUN.THE 
KIND OF Fun that attracts 
CERTAIN Sims and how much 
Fun they get out of it is 

DETERMINED BY THEIR ACTIVE 

AND Playful personality 
TRAITS. If A Sim is exiting a 
Fun object without coming 

CLOSE TO FILLING HER FUN 
MOTIVE METER, IT'S PROBA- 
BLY BECAUSE THAT ACTIVITY 

isn't her cup of tea. She can still enjoy it, but not as much 

AS OTHERS WOULD AND NOT AS MUCH AS SHE'D ENJOY SOMETHING 
MORE HER STYLE. 

Oeeay 

Decay is a slow steady process for Fun, dropping steadily over 

TIME AWAY FROM ANY FUN OBJECT. FOR HIGH PLAYFUL SiMS OR KID SiMS 
OF ANY PERSONALITY, THE DEPLETION IS FASTER, REQUIRING MORE FRE- 
QUENT DIVERSIONS. 

Satisfactiea 

Fun is satisfied by using Fun objects. To get the most possible 
Fun out of an object, you must choose Fun objects that appeal to 
YOUR Sim's Active/Lazy and Playful/Serious personality traits. 

The amount of Fun also depends on the kind of Fun object. 
There are four. 

^Extended Fun: Sims use these objects until a set 
MAXIMUM Fun increase is reached. If a Sim has an 
Active/Lazy or Playful/Serious score that's 

COMPATIBLE WITH AN OBJECT (LIKE AN ACTIVE SiM 
PLAYING basketball), THE MAXIMUM FUN SCORE IS 
RAISED, ALLOWING THE SiM TO STAY LONGER. 

*One-Time Fun: These objects provide a fixed boost 
TO Fun but can be reentered for another "dose" 










A "RiOOM" \e DEFINCD AS ANY ePACC 
/ / ~~ CNCLOeCD BY WALLS (AND DOORUlAYe). AN 

' OPEN GAP IN A WALL DOESN'T COUNT AS A DOOR- 
WAY; ROOMS SO CONNECTED COUNT AS A SINGLE ROOM. 

OUTDOORS COUNTS AS ONE ROOM UNLESS 
\TS DIVIDED BY A FENCE. LOTS OF FLOWERS IN THE 
BACKYARD ADD TO ROOM MOTIVE WHEN YOUR QM \S 
STANDING BY THE MAILBOX. 


OF THE SAME MAGNITUDE. WATCHING FISH IN THE 

Aquarium is this kind of interaction. The 
AMOUNT OF Fun boost is also increased for 

PERSONALITY COMPATIBILITY. 

*Timed Fun: Interactions last a fixed amount of 

TIME. To GET MORE FUN OUT OF THE OBJECT, YOUR SiM 
MAY REENGAGE FOR ANOTHER SESSION. 

*Endless Fun: These objects impart Fun until you 
can't take any more, a Sim can, for example, 

LINGER IN A HOT TUB UNTIL FUN, COMFORT, AND 

Hygiene are at maximum. 


Room motive doesn't decay but drops if some negative force 
(like a dirty dish) is introduced, or your Sim moves to a room 

WITH A LOWER ROOM SCORE. ROOM SCORE IS REDUCED BY THE 
PRESENCE OF: 


*Full Trash Cans/Trash Compactor 
^Puddles from overflowed Toilets, leaking 
Showers, Bladder accidents, or sloppy 
Aquarium cleaning 
*Fly-infested food 
*Trash on the floor 
*Dirty Showers, Bathtubs, and Toilets 
^Broken objects 

*Dead things, such as floating fish or 

UNWATERED FLOWERS 


Some objects are designated "Group" activities, meaning they 

OFFER NOT JUST FUN BUT ALSO SOCIAL IF MORE THAN ONE SiM JOINS 
THE OBJECT. 




Satisfaction 


Just like Social, Fun affects mood most when it's very low or 
VERY HIGH. Make sure Fun is near full when you leave for work. 


Room is satisfied by several factors: 

*Light: Place lots of lamps and windows in 

YOUR HOME. 

*Room Size: The larger a room, the more 
POSITIVELY Sims feel about it. 

*CoRNERS: Sims like interesting spaces, so lots of 

CORNERS MAKE THEM FEEL GOOD. PUT IN THE 
OCCASIONAL DIAGONAL WALL INSTEAD OF BORING OLD 
RIGHT ANGLES. 

^Objects: The more expensive an object is, the 
MORE Room score it imparts. Generally, these 

ARE DECORATIVE ITEMS, BUT THERE ARE PLENTY OF 

Room-enhancing objects that fall into other 

CATEGORIES. COUNTERTOPS, FOR EXAMPLE, ARE ALL 
THE SAME FOR COOKING PURPOSES, BUT THE MORE 
EXPENSIVE ONES CAN SEND OUT INTENSE DOSES OF 

Room motive satisfaction. Likewise, some 

OBJECTS HAVE A ROOM MOTIVE EFFECT IN ADDITION TO 
THEIR BASIC FUNCTION (LIKE A DECORATIVE BATHTUB). 


Faiiure State 


There is no failure state for Fun; your Sim will just be 

VERY UNHAPPY. 


Room is a unique motive, 

AS IT IS VERY DIFFERENT 
FROM THE OTHERS. ROOM IS 
YOUR Sim's instanta- 
neous REACTION TO HIS 
IMMEDIATE SURROUNDINGS. 

If they're spacious, 

CLEAN, FULL OF DECORATIVE 
OBJECTS IN GOOD REPAIR, 
AND WELL LIT, ROOM SCORE 
WILL BE HIGH. IF NOT, IT CAN 
BE A SERIOUS DRAG ON 
YOUR MOOD. 


An ARRAY OF DECORATIVE OBJECTS 
AND SOJVIE FUNDAJVIENTAL TIDINESS 
CAN TOP OUT ROOJVl SCORE WHILE 
YOUR SlJVI IS IN THAT ROOJVl. 


QcutPTui^aQ \sim m 

9L0CK CAM m\m(% 


Mood impact 


Room's effect is steady over the entire range but is at its great- 
est EFFECT AT ITS HIGHEST AND LOWEST POINTS. EVEN AT ITS ZENITH, IT 

doesn't have a huge effect on your mood, but it can be the thing 

THAT TAKES YOU ABOVE OR BELOW ZERO OVERALL. 


Faiiure State 


POCU9 OM MIAKIMO OUTQIDP AQ HIGH \M 
TOOMI AQ P0Q9\9tP QO YOU 

AtUlAYQ GO OPP TO UlOT^K UllTH AM 
P)CT^A 900QT 


Room doesn't have a failure state, but when it bottoms out, 
you'll see it reflected in your mood. 


nmemiMeseeM 
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OB)£CTS 


It MAY SOUND MATERIALISTIC, BUT MUCH OFSiM LIFE IS RULED 
BY THINGS. Without A HOUSE full of usefuland beautiful 
OBJECTS, Sims have a hard time reaching the top of their 
CHOSEN PROFESS ION (s). The KEY IS KNOWING WHAT EACH 
OBJECT DOES SO YOU MAY CHOOSE THE ONES THAT SERVE 
YOUR NEEDS BEST. SPENDING YOUR MONEY WISELY IS CRUCIAL 



(fk/eets, 9ni$klll$ 

Objects serve two primary functions, improving your motives 

AND IMPROVING YOUR SKILLS. WHEN SPENDING YOUR SiMOLEONS, 

LOOK CAREFULLY AT WHAT MOTIVES COULD BE FILLED MORE EFFICIENTLY 
AND WHICH SKILLS YOU NEED TO IMPROVE. 

Every item's impact on a skill or motive is listed in the cata- 
log LATER IN THIS SECTION. KEEP IN MIND THAT YOUR Sim'S PERSON- 
ALITY CAN AFFECT HOW WELL AN OBJECT WILL SERVE HIS OR HER 

NEEDS. Active Sims, for example, benefit more from physically- 
oriented Fun objects than do Lazy Sims. 

Of course, objects have other functions. Some are just coi 
TO HAVE. And some serve a specific function beyond motives 
SKILLS. A TELEPHONE, FOR EXAMPLE, SERVES NO MOTIVE OR SKILL 
FUNCTION, BUT IT'S ABSOLUTELY ESSENTIAL TO SiM LIFE. 

Object Athertising 

Every object in your Sim's home broadcasts a signal advertis- 
ing ITS BENEFITS TO YOUR SiMS. THIS SIREN SONG ISN'T A LITERAL 
BROADCAST THAT YOU CAN SEE, BUT YOUR SiMS FEEL ITS PULL. 

When left to their own devices, Sims go about their day 

BASED ON A DIZZYINGLY COMPLEX SYSTEM OF PRIORITIES. YOU MAY 
NOTICE, FOR EXAMPLE, THAT YOUR SiMS OFTEN FAIL TO TEND TO THEIR 
MOST PRESSING MOTIVE AND EVEN LET ONE MOTIVE BOTTOM OUT 
WHILE, SATISFYING ANOTHER ONE. ONE REASON IS ADVERTISEMENT. 


Ij, j ADVERiT\9»N6 \& ONLY AN ISSUE \F YOU 

' / - HAVE FREE WILL TURNED ON AND YOU ARE 

' LEAVING YOUR S\MS TO MAKE THEIR OWN DECI- 
SIONS. ADVERTISING HAS (LARGELY) NO EFFECT \F 
YOUR S\MS ARE JUST DOING WHAT YOU’RE TELLING 
THEM TO DO. 


For example, a TV with a Fun rating of 6 broadcasts a sig- 
nal DECLARING, "I AM FUN, REALLY FUN-COME USE ME." SiMS IN 
RANGE OF THIS MESSAGE WILL WEIGH THE FUN TO BE HAD AGAINST 
THE CALLS OF OTHER NEARBY OBJECTS AND THE LEVELS OF THEIR 
MOTIVES. A STRONG, NEARBY FUN ADVERTISEMENT, THEREFORE, CAN 
TRUMP A PERILOUSLY LOW BLADDER MOTIVE. 

A FEW THINGS TO KNOW ABOUT OBJECT ADVERTISING: 

*Ads have a fixed range, and the strength of 

THE SIGNAL DIMINISHES WITH DISTANCE. 

Therefore, distant objects have no effect on 
YOUR Sim's decisions. Some are strong 

ENOUGH TO BROADCAST TO AN ENTIRE LOT. 

*SOME OBJECTS ADVERTISE FALSELY TO GET YOUR 

Sim's attention. A ringing phone, for 

EXAMPLE, MAY ADVERTISE 50 FUN, SOCIAL, AND 

Comfort, though using it actually offers no 

SUCH THING. 

*The strength of an ad can be modified by your 
Sim's personality. A staid activity broad 


CASTS MORE POWERFULLY TO A SERIOUS SiM THAN 
A Playful ONE. 

^Motives can also modify ad strength, ampli- 
fying THE CALL OF OBJECTS THAT SATISFY YOUR 
GREATEST NEED. 

Generally, the more expensive an item is, the more it satisfies 

ITS ASSIGNED MOTIVES OR SKILLS. 

For motive-satisfying skills, the motive satisfaction power 

IS INDICATED IN THE CATALOG. THE HIGHER THE NUMBER, THE FASTER 
OR MORE COMPLETELY THE OBJECT SATISFIES THE MOTIVE. OFTEN, 
HOWEVER, AN OBJECT'S INCREASED VALUE IS DUE TO OTHER FACTORS 
LIKE SECONDARY MOTIVE SATISFACTIONS (aN EXPENSIVE TOILET FEEDS 
BOTH Bladder and Comfort). 

For skill-building objects, the price directly reflects the 

RATE OF SKILL ACQUISITION (tHE CHEAPEST ITEM FEEDS SLOWEST, AND 
THE MOST EXPENSIVE FEEDS FASTEST) AND THE PRESENCE OF SECOND- 
ARY MOTIVES (like a PIANO WITH ROOM AND FUN SCORES). 




A 


- J oCCAeiONALLY, AN OBJECT CAN ACTU- 

/ / ALLY DRAIN A MOTIVE. COFFEE MACWNEQ, 

'' FOR EXAMPLE, LOWER BLADDER AS THEY RAISE 
ENERGY. REALLY NASTY FURNITURE RAISES COMFORT 
BUT DECREASES HYGIENE. 


JHoHfks 


Every well-functioning Sim household needs certain basics for 

YOUR EIGHT ESSENTIAL MOTIVES. GENERALLY, YOU CAN START WITH THE 
CHEAPEST OBJECTS, BUT SOMETIMES, SPENDING A LITTLE MORE MONEY 
PAYS OFF IN SPADES. 

^Hunger: Get a Refrigerator. If you don't want 

TO SPEND ALL YOUR MONEY ON CHEAP BUT 
NUTRITIONALLY EMPTY SNACK FOODS, ALSO LOOK 

INTO A Countertop and a Stove. A little extra 

MONEY GETS YOU A FOOD PROCESSOR (a BIG TIME 

saver). Stick to a Microwave unless you have at 

LEAST 2 POINTS OF COOKING SKILL 

^Comfort: Make sure you have a Table and Chairs 

FOR EATING (STANDING UP WHILE EATING REDUCES 

Comfort) and a good Couch for TV watching and 

THE OCCASIONAL NAP. YOUR BED PROVIDES 
SIMULTANEOUS COMFORT AND ENERGY, SO CONSIDER 
Comfort WHEN selecting one. 

^Hygiene: Get a Shower. To reduce time spent 

BATHING, EXTEND A LITTLE AND BUY A GOOD ONE. 

Stay away from Bathtubs early on. Though they 
OFFER Comfort, they tend to offer slower satis 

FACTION THAN A COMPARABLY PRICED ShOWER. YOUR 

Sim doesn't need a bathroom Sink (rather. 
Shower after every second or third Toilet 
visit), but there must be one for guests to 

WASH UP AND RESTORE THEIR HYGIENE. 

^Bladder: You must have a Toilet unless you like 

WETTING THE FLOOR. A MORE EXPENSIVE TOILET WILL 
WORK FASTER, SELF-FLUSH (RESULTING IN FEWER 

clogs), and even provide Comfort while you sit. 



^Energy: The floor is no real alternative to 

EVEN THE MOST AWFUL BED. GETONE IMMEDIATELY. 

An expensive Bed lets you refuel on dramati- 
cally FEWER SLEEP HOURS THAN A CHEAP ONE, SO 
THIS IS A GOOD PLACE TO SPLURGE. 

*Fun: Right off the bat, get a cheap TV to put 

IN FRONT OF THE COUCH. It'S INEXPENSIVE, YOU 
CAN GET Comfort AT the same time, and it can be 

A SOCIAL ACTIVITY. 

^Social: A telephone allows you to invite 

FRIENDS OVER AND EVEN MAINTAIN FRIENDSHIPS 
OVER THE LANDLINE. A PHONE IS ALSO YOUR LIFELINE 
TO SERVICES LIKE THE MAID, REPAIRMAN, AND PIZZA. 

*Room: The best thing you can do for Room 

SCORE WHEN MONEY IS TIGHT IS TO LET THE SUN (OR 
THE ELECTRIC EQUIVALENT) SHINE IN. MAKE 
SURE YOUR HOUSE HAS NUMEROUS WINDOWS, 

AND SPEND FREELY BUT WISELY ON INTERIOR 

LIGHTS. Decorations help Room too, but they 

CAN BE VERY EXPENSIVE FOR A RELATIVELY 
SMALL BOOST. 



YOU MAY MOTICU YOUT^ QMQ D^TaCT 
M^Ul 09XCTQ AMD APPT^OVU 01^ 

DlQAPPTOVa OF THFM. TH\Q \Q T^FAttY JUQT A 
^FFtFCTlOM OF YOUT^ QMQ' IMHF^FMT MATFT^IAUQM. 
THFY’T^F COMPAWO THF COOT OF TMF MFUl OPJFCT 
Ui\TH THF AVFT^AOF VAtUF OF THF OTHF^ QTUFF \M 
YOUT^ HOUQF. \F \TQ W\Gm^. THFY UKF \T; \F \TQ 

THFY DOM’T. TH\Q DOFQM’T MFAM THFVtt U9F 
\T AMY MOT^F FFQQ. 


In Free Play mode, all non decorative objects depreciate 24 

HOURS AFTER PURCHASE. USUALLY, THIS FIRST DAY'S DEPRECIATION 
IS A GIANT BITE. EVERY DAY THEREAFTER, THE OBJECT'S RESALE VALUE 
DROPS BY A FIXED AMOUNT PER DAY ("DAILY DEPRECIATION") UNTIL 
IT REACHES A SET FLOOR ("DEPRECIATION LIMIT") BELOW WHICH IT 

can't go. 



THFT^F \Q MO DFPT^FCIATIOM \M PUQT 
OUT MODF. 


Decorative objects, however, behave differently. Each day, 

THEIR VALUE RANDOMLY RISES OR DROPS. SURE, IT CAN BE EXPEN- 
SIVE TO GET THAT BIZARRE SCULPTURE, BUT YOU COULD SELL IT FOR A 
PROFIT SOMEDAY. 


D£PRiCC\AT\ON ISN’T AN CNTIRCLY PAD 
THING. \1 LOWCRiS YOUR NET WORTH WHICH, 
' \N TURN, LOWERS THE AMOUNT OF YOUR PILLS. 



^ 


Selling 


When you need cash, you can sell off (via Buy mode) your items 

FOR THEIR CURRENT DEPRECIATED (OR FOR DECORATIVE, POSSIBLY 

appreciated) value. 

Broken objects can be sold, but you won’tget full value for them. 


Returns 


Since depreciation doesn't start until 24 hours after purchase, 

YOU CAN RETURN AN ITEM BEFORE THEN FOR A FULL REFUND. THIS IS 
HANDY WHEN YOU NEED TO WORK ON A SKILL OR FEED A MOTIVE QUICKLY. 
Buy THE NEEDED OBJECT, USE IT, AND RETURN IT. REPEAT AS NECESSARY 
EVERY DAY (iF YOU DON'T MIND ALL THE WORK THIS ENTAILS). 


Biits 



Bills arrive every three days and are a percentage of the 

DEPRECIATED VALUE OF BILLABLE OBJECTS IN YOUR HOUSE. THE MORE 
AND NICER THINGS YOU OWN, THE HIGHER YOUR BILLS. 

Bills are delivered to your mailbox and are due 10 days 

FROM RECEIPT. TAKE THEM FROM THE BOX, PLACE THEM ON A SUR- 
FACE, AND PAY THEM AS SOON AS POSSIBLE. AFTER 10 DAYS, AN 
UNPAID BILL BECOMES PAST DUE, AND THE REPO MAN COMES TO TAKE 
OBJECTS ROUGHLY EQUIVALENT TO YOUR DEBT. 


TO QAVF 9TFPQ, PUT A CHFAP FMD 
TAPFF MF)CT TO THF m\V90X. YOU^ 
Qm \M\\X PFACF THF P\ttQ THF^F 
THAM HAUUMO THFM ALL 
THF UlAY \MTO THF HOUQF. 


Objects break randomly with rising probability as time pass 
ES. Broken objects can't be used until fixed and will display 
ON THE "Repair" interaction. You can do this yourself 
(though less than 3 Mechanical skill points means a good 

CHANCE OF ELECTROCUTION AND DEATH), BUT THIS CAN BE SLOW IF 

you're not high in Mechanical skill. It's quicker to call the 
Repairman, who'll come and fix every broken object in your 

HOME IN A SINGLE VISIT. 


- ' — uoHT putPQ mm OUT ^fmdfwo 
- FAMPQ MOMFUMCTlOMAt FO^ T^OOM QCO^F 
PUT^POQFQ. YOU MAY UiAMT TO FFT THF ^FPATOAM 
CHAMOF THFM UiHFM HF COMF9 TO f\X QOMFTHIMO FFQF. 



out 


At night or when everyone's out of the house, your home can 

BE INVADED BY THE CAT BURGLAR. She'LL ENTER AND SELECT ONE TO 
FIVE OF YOUR MOST EXPENSIVE ITEMS AND MAKE OFF WITH THEM. 

To COMBAT THIS, INSTALL A BURGLAR ALARM. NOTE THAT AN 
ALARM PROTECTS ONLY SINGLE ROOMS, SO FULL PROTECTION 
REQUIRES ONE IN EVERY ROOM WITH AN EXTERIOR ENTRANCE. THE 
ALARM AUTOMATICALLY SUMMONS THE POLICE, WHO MAY (OR MAY 

not) catch the thief. 


PKmCBMiSXOM 





Seati»tt/8eds 

Chairs 


Chairs come in three kinds: 


*Stationary: Armchairs, etc. Best for watching TV, 

READING, OR STUDYING. CaN BE USED AS TABLES 

AND Desks. 

^Moveable: Dining and Desk Chairs. These Chairs can 

BE SCOOTED TO ALLOW SITTING AT SURFACES. BE CAREFUL 
TO LEAVE SPACE BEHIND THEM FOR MOVEMENT, HOWEVER, 

OR Sims can't use them. 

*Recliners: The same as Stationary Chairs but can be 

USED FOR EITHER SITTING (COMFORT) OR 
NAPPING (Energy). 


RiCCAttCD FOUDINO CHAlRi 


i TOeTURiC PLUS" OFFICE CHAIR 


WERKRUNNeT Att PURPOQE CHAIR 


*Cost: §80 
*Motives: Comfort 2 
^Depreciation 
(Initial/Daily/Limit): 
§12/§l/§32 


*Cost: §100 
*Motives: Comfort 3 
^Depreciation 
(Initial/Daily/Limit): 
§15/§l/§40 


*Cost: §79 
*Motives: Comfort 2 
^Depreciation 
(Initial/Daily/Limit): 
§16/§l/§26 


Q\MCC OUTDOO^Q 
COUMTQ AQ OMC 9\0 
CHCAP P^O- 
TCCTIOM CAM PC HAD 
PY PU\tD\M0 eiMOtC UiAtt QCOMCMTQ 
AT THC QlDCUiAtK CO^MCT^Q OP YOUT^ 
LOT AMD PUTTIMO OM CACH. 

THCM, THC \MQTAMT THC CAT PUT^OtAT^ 
QCTQ POOT OM YOU^ LOT, THC AtAl^MI 
QOUMDQ, QPMDIMO HC^ \MTO PUOHT 


RUeTYREDNECK STUMP CHAIP (UNLC)CW©LE) 

^Unlock: Pixel Acres 
*Cost: §110 
*Motives: Comfort 2 
^Depreciation 
(Initial/Daily/Limit): 
§22/§l/§37 


DECK CHAIR PY eURVIVAEE 

♦Cost: §150 
♦Motives: Comfort 3 
♦Depreciation 
(Initial/Daily/Limit): 
§22/§2/§60 


e ATiNietice reproduction armchair 

♦Cost: §155 
♦Motives: Comfort 3 
♦Depreciation 
(Initial/Daily/Limit): 
§23/§2/§62 


STOOL SAMPLE 

*Cost: §165 
*Motives: Comfort 3 
^Depreciation 
(Initial/Daily/Limit): 
§33/§2/§55 


MC2 EJCAMINATION STOOL 

*Cost: §180 
*Motives: Comfort 3 
^Depreciation 
(Initial/Daily/Limit): 
§36/§2/§60 


M/OPN LEATHER CHAIR 

*Cost: §199 
*Motives: Comfort 4, 
Hygiene -1 
^Depreciation 
(Initial/Daily/Limit): 
§40/§2/§66 

Notes: Though it has the 
HIGHEST Comfort rating 
FOR THE PRICE, SITTING IN 
THIS FILTHY ChAIR ACTUAL- 
LY BRINGS DOWN HYGIENE. 













*Cost: §225 
*Motives: Comfort 3, 
Room 1 
^Depreciation 
(Initial/Daily/Limit) 
§45/§2/§75 


*Cost: §410 
*Motives: Comfort 5, 
Room 1 
^Depreciation 
(Initial/Daily/Limit) 
§82/§4/§137 


CAMMOCdMFORT EASY KILLIN' CHAIR* 


MOLDY FOLDY' 


*Cost: §245 
*Motives: Comfort 4 
^Depreciation 
(Initial/Daily/Limit) 
§49/§2/§82 


*Cost: §449 
^Motives: Comfort 7, 
Room 3 
^Depreciation 
(Initial/Daily/Limit) 
§90/§4/§150 


COUNTRY CLAee ARMCHAIR 


CLUB CHAIR BY SAARBACH 


*Cost: §250 
*Motives: Comfort 4 
^Depreciation 
(Initial/Daily/Limit) 
§38/§2/§100 


*Cost: §450 
*Motives: Comfort 5, 
Room 1 
^Depreciation 
(Initial/Daily/Limit) 
§90/§5/§100 


THE eAARBACH" BY M/ERKBUNNST 


BACK SLACK" RECUNER 


*Cost: §500 
*Motives: Comfort 6 
^Depreciation 
(Initial/Daily/Limit) 
§75/§5/§200 


*Cost: §250 
*Motives: Comfort 6 , 
Energy 3 (Nap) 
^Depreciation 
(Initial/Daily/Limit) 
§38/§2/§100 


EMPRESS DININO ROOM CHAIR 


PEACOCK M/ICKER CHAIR 


*Cost: §385 
*Motives: Comfort 4 
^Depreciation 
(Initial/Daily/Limit) 
§77/§4/§128 


*Cost: §600 
*Motives: Comfort 4, 
Room 2 
^Depreciation 
(Initial/Daily/Limit) 
§90/§6/§240 


B\0 MOUTH CHAIR (UNLOCKABLE 


Q3 RECUNER (UNLOCKABLE 


*Unlock: Dudley's 
Trailer 
*Cost: §390 
*Motives: Comfort 6, 
Room 1 
^Depreciation 
(Initial/Daily/Limit) 
§78/§4/§130 


^Unlock: Club Rubb 
*Cost: §825 
*Motives: Comfort 9 , 
Energy 3 (Nap) 
^Depreciation 
(Initial/Daily/Limit) 
§165/§8/§275 


PRIMAOAMiSXOM 







*Cost: §150 
*Motives: Comfort 3, 
Energy 4 (Nap) 
^Depreciation 
(Initial/Daily/Limit): 
§22/§2/§60 


*Cost: §850 
*Motives: Comfort 9, 
Energy 3 (Nap) 
^Depreciation 
(Initial/Daily/Limit): 
§128/§8/§340 


Couches 

Couches are a primary source for Comfort and can seat two 
OR THREE Sims. If you want to use the TV as a social device, a 
Couch is vastly preferable to an Armchair. 

Alternatively, you can stretch out on most Couches (not 
Benches) to take a nap for a slow replenishment of Energy. 
Be sure to turn off any noisy objects in the same room, or 
YOUR Sim won't be able to nap. 


*Cost: §149 
*Motives: Comfort 3, 
Energy 4 (Nap), 
Hygiene -1 
^Depreciation 
(Initial/Daily/Limit): 
§30/§1/§50 


Notes: So dirty, sitting 

ON IT DEPLETES HYGIENE. 


I 


CONTEMPTO tOVteEAT 


*Cost: §140 
*Motives: Comfort 2 
^Depreciation 
(Initial/Daily/Limit): 
§28/§1/§47 


VON WWAUN" WUCUNUW 


JOCK 9QNCH 


RiQCYCtQD COUCH 


PARiQUQ FRiQeCO DCt AIRiC PQNCH 


jSSS^ *Cost:§250 

*Motives; Comfort 2 
*Depreciation 
(Initial/Daily/Limit); 
§38/§2/§100 


COUNTRY cuee tOVteQAT 



♦Cost: §340 
♦Motives: Comfort 5, 
Energy 4 (Nap) 
♦Depreciation 
(Initial/Daily/Limit): 
§51/§3/§136 


C-e>C247 TOUCH POTATO" STEAtTH SOFA 

*Cost: §445 
*Motives: Comfort 4, 
Energy 4 (Nap) 
^Depreciation 
(Initial/Daily/Limit): 
§89/§4/§148 




COUNTRY CLAee eOFA 


*Cost: §450 
*Motives: Comfort 5, 
Energy 5 (Nap) 
^Depreciation 
(Initial/Daily/Limit): 
§68/§4/§180 


THE LOVE SEAT 



*Cost: §475 
*Motives: Comfort 5, 
Energy 4 (Nap) 
^Depreciation 
(Initial/Daily/Limit): 
§95/§5/§158 


AUTOCRAT PY EMPORIUM IMPERIUM 
(UNLOCKAPLE) 



*Unlock: Tinsel Acres 
*Cost: §550 
*Motives: Comfort 5, 
Energy 5, Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§110/§6/§183 







eOFteQUE" 9Y M/UTAMl OODAT 


FUTON 9ED 


*Cost: §700 
*Motives: Comfort 4, 
Energy 3 (Nap), Room 5 
^Depreciation 
(Initial/Daily/Limit): 
§140/§7/§233 


*Cost: §399 
*Motives: Energy 7, 
Comfort 7 
^Depreciation 
(Initial/Daily/Limit) 
§80/§4/§133 


Notes: Sleeps two. 


eiU-CAMP TENT (UNLOCKAPLE) 


LUJCUPIARE LOVEeEAT 


*Cost: §875 
*Motives: Comfort 8, 
Energy 4 (Nap), Room 2 
^Depreciation 
(Initial/Daily/Limit): 
§133/§9/§350 


^Unlock: Casa Caliente 
*Cost: §415 
*Motives: Comfort 6, 
Energy 7 
^Depreciation 
(Initial/Daily/Limit): 
§83/§4/§138 


Notes: Sleeps two. 


Q3 LOVESEAT 


TYKENYTE PED 


*Cost: §450 
*Motives: Energy 7, 
Comfort 7 
^Depreciation 
(Initial/Daily/Limit) 
§68/§4/§120 


Notes: Not just for kids, 

BUT YOUR GROWNUP SiM 
MIGHT LOOK FUNNY IN IT. 


THE DEITER” PY M/ERKPUNNST 


CHEAP EAZZZE DOUPLE SLEEPER 


*Cost: §1,100 
*Motives: Comfort 8, 
Energy 5 (Nap), Room 3 
^Depreciation 
(Initial/Daily/Limit): 
§165/§ll/§440 


*Cost: §450 
*Motives: Energy 8, 
Comfort 7 
^Depreciation 
(Initial/Daily/Limit) 
§68/§4/§180 


Notes: Sleeps two. 


PAPY DOLL CANOPY PED PY POLLY VINYL 


*Cost: §900 
*Motives: Energy 8, 
Comfort 7, Room 1 
^Depreciation 
(Initial/Daily/Limit) 
§180/§9/§300 


Beds are the most efficient source of Energy. Locate them in rooms 
with no noisemaking objects (TVs, Stereos, Weight Machines, etc.) A 

MORE EXPENSIVE BED FILLS ENERGY IN FEWER HOURS THAN A CHEAP ONE. 

A NOTE ON Double Beds: Two Sims with a relationship of 50 or 

MORE WILL SHARE A BED EVEN IF THEY'RE NOT IN LOVE. BUYING A DOUBLE 

Bed with no friend in the house is, therefore, a waste of money. This 
IS A pretty good incentive to make friends with your HOUSEMATES; A 
GOOD Double Bed is cheaper than two comparable Twin Beds. 


Notes: Sleeps two. 


ePARTAN SPECIAL 


NAPOLEON SLEIOH PED 


*Cost: §300 
*Motives: Energy 7, 
Comfort 6 
^Depreciation 
(Initial/Daily/Limit): 
§45/§3/§120 


*Cost: §1,000 
*Motives: Energy 9, 
Comfort 8 
^Depreciation 
(Initial/Daily/Limit) 
§150/§10/§400 


Notes: Sleeps two. 


r . 

1 

♦Cost: §920 



*Motives: Comfort 7, 



Energy 5 (Nap), Room 3 



^Depreciation 



(Initial/Daily/Limit): 



§184/§9/§307 



PRIMAeAMiSXOM 





Surfaces 

You NEED SURFACES TO PLACE THINGS ON. SMALL APPLIANCES (COFFEE 

Machines, Microwaves, etc.). Computers, and some decorative 

OBJECTS MUST BE ON A TABLE OF SOME SORT. 

Eating also virtually requires a Table. Eating or reading while 

STANDING DOES HORRIBLE THINGS TO YOUR Sim'S COMFORT MOTIVE. 

Finally, food can only be prepared either on a Countertop or in 
A Food Processor. Note that a large, low appliance like a Trash 
Compactor or Dishwasher can serve as a Countertop. 




M/es 


Miee wmo (UMtocvcAPtc) 


End Tables are perfect for small objects that need to sit atop 
SOMETHING. They can't, however, hold large electronics. 


*Unlock: Toane's Gym 
*Cost: §1,290 
*Motives: Energy 11, 
Comfort 7 
^Depreciation 
(Initial/Daily/Limit): 
§258/§13/§430 


EMPTY SUPPLY CRATE 


Notes: Energy "goes to 
11" BUT it's not a big 
DIFFERENCE. 


MODERN MISSION PED 


PINEOULCHER END TAPLE 


*Cost: §3,000 
*Motives: Energy 10, 
Comfort 9, Room 3 
^Depreciation 
(Initial/Daily/Limit) 
§450/§30/§l,200 


*Cost: §40 
^Depreciation 
(Initial/Daily/Limit) 
§6/§l/§16 


ppiMccee LUXURY bld 


FOUND ART ePOOL TABLE 


♦Cost: §3,200 
♦Motives: Energy 9, 
Comfort 10, Room 2 
♦Depreciation 
(Initial/Daily/Limit) 
§640/§32/§l,067 


♦Cost: §55 
♦Depreciation 
(Initial/Daily/Limit) 
§11/§1/§18 


THE VIPROMATIC HEART PED (UNLOCKAPLE) WICKED PREEZE END TAPLE 


*Unlock: Casa 
Caliente 
*Cost: §4,500 
*Motives: Energy 8, 
Comfort 10, Room 2 
^Depreciation 
(Initial/Daily/Limit) 
§675/§45/§l,800 


KINDERSTUFF NIOHTSTAND 


Notes: Comes with a "Vibrate" interaction and a "Play" 
interaction that can let two Sims in love enhance their 
relationship scores and Social motive. It also carries a 
one-in-eight chance of adding a little Sim to the world. 


*Cost: §75 
^Depreciation 
(Initial/Daily/Limit) 
§ll/§l/§30 




♦Cost: §55 



^Depreciation 



(Initial/Daily/Limit): 



§8/§l/§22 


r If 1 





♦Cost: §35 



^Depreciation 



(Initial/Daily/Limit): 



§7/§l/§12 



Notes: Place right 



NEXT TO the mailbox FOR 



EASY BILL RETRIEVAL AND 



PAYMENT. 








LONDON "CUP£OTNO'T!nr»X0T\ON 


ANYUlflLPL* LND tAPLL 


*Cost: §120 
^Depreciation 
(Initial/Daily/Limit): 
§18/§l/§48 


*Cost: §220 
^Depreciation 
(Initial/Daily/Limit) 
§33/§2/§88 


GALLLPY DISPLAY STAND 


THE "PEDMOND" DESK 


♦Cost: §199 
♦Motives: Room 1 
♦Depreciation 
(Initial/Daily/Limit): 
§40/§2/§66 


♦Cost: §800 
♦Motives: Room 2 
♦Depreciation 
(Initial/Daily/Limit) 
§120/§8/§320 


MODERN MISSION END TAPLE 


P/ii/np Mies 

Dining Tables are essential for comfortable eating. They also 

MAKE GOOD SOCIAL CENTERS FOR MEALTIME CHATTING. 


*Cost: §250 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§38/§2/§100 


COVERT TAPLE 


♦Cost: §85 
♦Depreciation 
(Initial/Daily/Limit) 
§17/§l/§28 


Pesks 


Desks are nice for underneath Computers but are not manda- 
tory. A Table WILL SUFFICE BUT WON'T LOOK AS STYLISH. SiMS 
can't, however, eat at Desks. Furthermore, Desks must be 

COUPLED WITH A MOVEABLE CHAIR. 


NUMICA FOLDING CARD TAPLE 


♦Cost: §95 
♦Depreciation 
(Initial/Daily/Limit) 
§14/§l/§38 


MESQUITE DESK 


♦Cost: §80 
♦Depreciation 
(Initial/Daily/Limit): 
§12/§l/§32 


LE MAUeeADU OUee DINING TA9UE 


*Cost: §99 
^Depreciation 
(Initial/Daily/Limit) 
§20/§l/§33 


SIRPLUSl METAL DESK 


♦Cost: §150 
♦Depreciation 
(Initial/Daily/Limit): 
§30/§2/§50 


PkmckMiseoM 









900MT0UINQ RiQDUiOOD TA9UQ (UNLOCW^IE) 

^Unlock: Pixel Acres 
*Cost: §250 
^Depreciation 
(Initial/Daily/Limit): 
§50/§3/§83 


j uetD AUTOPSY TA9LE 


*Cost: §119 
^Depreciation 
(Initial/Daily/Limit): 
§24/§l/§40 


*Cost: §320 
^Depreciation 
(Initial/Daily/Limit): 
§64/§3/§107 


tONDOM "MaeA" D\IVHMG DUeiGN 


♦Cost: §145 
♦Depreciation 
(Initial/Daily/Limit); 
§29/§l/§48 


♦Cost: §150 
♦Depreciation 
(Initial/Daily/Limit): 
§60/§4/§160 


CONSTRUCTED TAPLE (UIMtOCKAPLE) 

^ ^Unlock: Tinsel Bluffs 
*Cost: §600 
I *Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
§ 120 /§ 6/§200 


Countertops 

Countertops are nice to have in kitchens and bathrooms. They are 
necessary for installing some Sinks and can also serve many of the 

SAME FUNCTIONS AS END TABLES. TO SAVE MONEY, USE YOUR LARGE, LOW 
APPLIANCES AS COUNTERTOPS. 

Note that for food preparation purposes, all Countertops are the 
SAME. The differences between them are a matter of taste and (in 

REALLY HIGH-PRICED ONES) ROOM SCORE. IF IT DOESN'T HAVE A ROOM 
SCORE, IT MIGHT NOT BE WORTH THE EXTRA CASH. 


etueHRueH par counter 


G£NCR\COUMT£R 


COUNT BLANC BATHROOM COUNTER 


♦Cost: §450 
♦Motives: Room 2 
♦Depreciation 
(Initial/Daily/Limit): 
§68/§4/§180 


BACVCUJOOOe TABLE BY eURVWALL 

♦Cost: §200 
♦Depreciation 
(Initial/Daily/Limit): 
§30/§2/§80 


♦Cost: §500 
♦Motives: Room 2 
♦Depreciation 
(Initial/Daily/Limit): 
§100/§5/§!67 


THE SMART COUNTER 

♦Cost: §200 
♦Depreciation 
(Initial/Daily/Limit): 
§40/§2/§67 


I ISINGLASS TABLEAU 

I 



TILED COUNTER 


SPIDER PLANT 



*Cost: §250 
^Depreciation 
(Initial/Daily/Limit): 
§38/§2/§100 



♦Cost: §35 
♦Motives: Room 2 
♦Depreciation 
(I N iTi al/ Dai ly/ Li M it) : 
§5/§l/§14 


NUNUC A KITCHEN COUNTER 

♦Cost: §300 
♦Depreciation 
(Initial/Daily/Limit): 
§22/§2/§60 


STEPPING STONE 





♦Cost: §35 
♦Depreciation 
(I N ITI al/ Dai ly/ Li M it) : 
§15/§l/§40 


DUTCH DUTCH DUTCH KITCHEN COUNTER 

♦Cost: §500 
♦Motives: Room 1 
♦Depreciation 
(Initial/Daily/Limit): 
§100/§5/§167 


"ROJCANA" GERANIUM 




*Cost: §45 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§7/§l/|18 


Decorative 


METULL SKliLL POSTER" 


Decorative items serve primarily to raise Room score. A few 

ALSO OFFER OTHER MOTIVE INTERACTIONS (VIEWING FISH ENHANCES 

Fun, for example). 

Note that many decorative objects don't depreciate in a 
STRAIGHT LINE. They instead fall and rise randomly each day, 
MEANING AN OBJECT D'ARTE MAY EVENTUALLY BE WORTH MORE THAN 
YOU PAID FOR IT. 



*Cost: §65 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation/Appreciation 


;) 

/ 


/ 


PINK FLAMINGO 


M/ATFPCOLOP PY J M.E. 



*Cost: §12 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
§2/§l/§5 



*Cost: §75 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§ll/§l/§30 


AFRICAN VIOLET 



*Cost: §30 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§4/§l/§12 


TRAGIC CLOUiN PAINTING 


*Cost: §80 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 
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*Cost: §99 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


UlRTeUDNl RECIPROCAL COLUMN 


VENTILATION DUCT 


*Cost: §85 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


*Cost: §119 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


ATL ANTEAN COLUMN (UNLOCKAPLE 


t CHOU-KAUIAU "CUTE CUTE" POSTER 


*Cost: §85 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


*Unlock: The Octagon 
*Cost: §120 
^Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§0/§0/§128 


THE MA0\C UNICORN PY RANE POUIIE 


RUPPER TREE PLANT 


*Cost: §85 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


*Cost: §120 
^Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit) 
§18/§l/§48 


(M/-22)M/ARNIN0 SION 


ECHlNOPSie MAJCIMUM CACTUS 


*Cost: §89 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


*Cost: §150 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit) 
§22/§2/§60 


PIOHAZARD SION 


JADE PLANT 


*Cost: §89 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


*Cost: §160 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit) 
§24/§2/§64 



*Cost: §165 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
§33/§2/§55 


"910 BROTHER le eHOPPlNO" POeTER 


*Cost: §165 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


SITUATION STATION BY M/ARKRAFT 


*Cost: §199 
^Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


POeUlDON’e ADVUNTUl^Q AQUARIUM 


PUFFPOUIERi RUG 




*Cost: §200 
*Motives: Room 2, Fun 
1 (Watch) 
^Depreciation 
(Initial/Daily/Limit): 
§30/§2/§80 

Notes: If the tank is 

DIRTY OR THE FISH ARE 
DEAD, OBJECT HAS NEGA- 
TIVE Room score. Fun is 

ACTIVATED BY WATCHING 
THE FISH. If fish DIE, YOU 
MUST PAY TO RESTOCK IT. 


*C0ST: §210 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


*Cost: §210 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
§32/§2/§84 


BFPOLAR BY CONNER l.N. 


*Cost: §210 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
§32/§2/§84 


LOVE IN BAGHDAD MOVIE POSTER 


*Cost: §249 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


TOY PARROT BY FAUJCFRIEND (UNLOCV<^^ 


*Unlock: The Octagon 
*Cost: §300 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation/Appreciation 


"DQePONDQNT CORRUePONDQNT" 


I 




*Cost: §325 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation/Appreciation 


"DELUSION DE GRANDEUR 


*Cost: §360 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
§54/§l/§144 
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M/ARKRAFT RADAR DieH (UN tOCKAPtt) 


^Unlock: Shiny Things 
Labs 

*Cost: §900 
*Motives: Room 3 
^Depreciation 
(Initial/Daily/Limit): 
§218/§14/§580 


9Q AVQRi PQtT MOOeQHUAD 


HAZARiD THQ OUaee 9Y CONNORi TUeT 


♦Cost: §450 
♦Motives: Room 2 
♦Depreciation 
(Initial/Daily/Limit) 
§67/§5/§180 


♦Cost: §950 
♦Motives: Room 3 
♦Depreciation 
(Initial/Daily/Limit) 
§142/§10/§380 


FLOOR RUO PY LEOPARD LIFE 


EDITH ON MY MIND PY OMAR KITTUP 


*Cost: §460 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit) 
§69/§5/§184 


*Cost: §999 
^Motives: Room 3 
^Depreciation 
(Initial/Daily/Limit) 
§36/§2/§96 


ANATOMICAL SKELETON DISPLAY (UNLOCKAPLE) PLIND DATE PY 1. RONEY 


*Unlock: Goth Manor 
*Cost: §550 
*Motives: Room 3 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


*Cost: §1,020 
^Motives: Room 3 
^Depreciation 
(Initial/Daily/Limit) 
§153/§10/§408 


FOUNTAIN OF TRANQUILITY 


OOLD RECORD 


*Cost: §700 
*Motives: Room 2, Fun 
1 (Watch) 
^Depreciation 
(Initial/Daily/Limit): 
§105/§7/§280 


*Cost: §1,200 
^Motives: Room 3 
^Depreciation 
(Initial/Daily/Limit) 
§153/§10/§408 


eTUFFUD MARiUN 


NFO-PRi»MA "SUN GOD" CALENDARi 


♦Cost: §777 
♦Motives: Room 3 
♦Depreciation 
(Initial/Daily/Limit) 
§117/§8/§311 


♦Cost: §1,299 
♦Motives: Room 4 
♦Depreciation 
(Initial/Daily/Limit) 
§36/§2/§96 


^4 










*Cost: §1,450 
*Motives: Room 4 
^Depreciation 
(Initial/Daily/Limit): 
§218/§14/§580 


*Cost: §3,200 
*Motives: Room 8 
^Depreciation 
(Initial/Daily/Limit): 
§480/§32/§l,280 


IWm TANK 


GRiANDFATHERi CLOCK 



♦Cost: §1,475 
♦Motives: Room 4 
♦Depreciation 
(Initial/Daily/Limit): 
§220/§15/§588 


PROOF PY HUGH KLlD 



DLBAUCH\UM MOeA\C 



♦Cost: §1,525 
♦Motives: Room 4 
♦Depreciation 
(Initial/Daily/Limit): 
§36/§2/§96 


HlGHPRiAU COAT OF ARMS 



♦Cost: §1,800 
♦Motives: Room 4 
♦Depreciation 
(Initial/Daily/Limit): 
§270/§18/§720 


"eNAite WITH icictEeiN Noeu 



*Cost: §2,140 
*Motives: Room 5 
^Depreciation 
(Initial/Daily/Limit): 
§321/§21/§856 




*Cost: §3,500 
*Motives: Room 7 
^Depreciation 
(Initial/Daily/Limit): 
§525/§35/§l,400 


QWm-QmQ POLAR PEAR RUO (UNLOCKAPLE) 


*Cost: §1,500 
^Motives: Room 4 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 



*Unlock: Casa Caliente 
*Cost: §3,650 
*Motives: Room 6 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


UNT\TLEDT973 by COSTA Of MOLNCT 

iL §3,800 

I [ |f J *Motives: Room 6 

^ *Depreciation 

0 (Initial/Daily/Limit): 

§218/§14/§580 



RADIANT DOOMLD CHILD BY DON T RIPITOF 

♦Cost: §3,900 
♦Motives: Room 6 
♦Depreciation 
(Initial/Daily/Limit): 
§117/§8/§311 





PLUE CHINA" VAPE 


*Cost: §4,260 
*Motives: Room 7 
^Depreciation 
(Initial/Daily/Limit): 
§639/§43/§l,704 
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ANTIQUE PERSIAN RUO 


*Cost: §8,200 
*Motives: Room 7 
^Depreciation 
(Initial/Daily/Limit) 
§l,230/§82/§3,280 


MANILA TOGO MARINE AQUARIUM (UNLOCV^^^ 


EAU>C BEARSKIN RUO 


*Cost: §4,300 
*Motives: Room 7 
^Depreciation 
(Initial/Daily/Limit) 
§645/§43/§l,720 


*Unlock: Tinsel Acres 
*Cost: §8,500 
*Motives: Room 10 
^Depreciation 
(Initial/Daily/Limit): 
§ 8 /§ 0/§20 


Note: No fish care 

NECESSARY. 


TEMPLE OE THE SIMOLEON (UNLOCKABLE) 


WHITE RHINO REENACTMENT 


*Cost: §4,800 
*Motives: Room 7 
^Depreciation 
(Initial/Daily/Limit) 
§720/§48/§l,920 


*Unlock: Malcolm's 

Mansion 

*Cost: §8,999 

*Motives: Room 10 

^Depreciation 

(Initial/Daily/Limit) 

§l,800/§90/§3,000 


» tova QUEUMS 9Y PA\MTERi V 


♦Cost: §5,000 
♦Motives: Room 8 
♦Depreciation 
(Initial/Daily/Limit) 
§36/§2/§96 


tieetrcnies 


Electronics serve many purposes, some practical and some for 
Fun. All of them are irresistible to the modern Sim, so try to 
exercise some restraint. However, if you have a party coming up, 

GO GET SOME COOL GADGETS. 


STILL LIFE, DRAPERY AND CRUMBS 


FIREBRAND SMOKE DETECTOR 


*Cost: §7,600 
*Motives: Room 9 
^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 


*Cost: §50 
^Depreciation 
(Initial/Daily/Limit): 
§ 12 /§ 1/§10 

Notes: Automatically calls 
Fire Department if fire 
BREAKS OUT. COVERS ONE 
ROOM. Place it near your 
Stove or a Fireplace. 


ERUPTION OF DECADENCE TAPESTRY 


SCTC CORDLESS WALL PHONE 


*Cost: §8,100 
*Motives: Room 9 
^Depreciation 
(Initial/Daily/Limit) 
§l,215/§81/§3,240 


*Cost: §75 
^Depreciation 
(Initial/Daily/Limit): 
§19/§1/§15 

Notes: Required for call- 
ing SERVICES. Can be used 
TO INVITE FRIENDS OVER OR 
SIMPLY MAINTAIN RELATION- 
SHIPS WITH A QUICK CHAT. 






URCHINEER Tl^ AIN SET 9Y RIP CO 


ELECTRONIC INSECT CONTROL SYSTEM 


*Cost: §80 
*Motives: Fun 2 
^Depreciation 
(Initial/Daily/Limit) 
§20/§l/§16 


*Cost: §300 
^Depreciation 
(Initial/Daily/Limit): 
§35/§3/§152 
Notes: Turn it on and you 

CAN WATCH IT FOR A MOD- 
ICUM OF Fun. Touch it and 
you'll GET A GOOD BOOST IN 
Energy but a massive 

SHOCK TO YOUR COMFORT. 

Better than coffee, but 
ONLY IF you've ALREADY 
MAXED OUT Comfort. 


Notes: Used by kids 
ONLY. Group activity. 


MONOCHROME TV 


*Cost: §85 
*Motives: Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§21/§1/§17 
Notes: Fun on a budget. It 
ain't much, but it's the 

MOST INEXPENSIVE GROUP 
ACTIVITY THERE IS. 


e\MeaiviT^^Y cDxmw motion dctecto^^ 

(UNL0CVCA9t£) 


^Unlock; The Octagon 
♦Cost: §350 
♦Depreciation 
(Initial/Daily/Limit); 
§70/§4/§117 


GREAT PIG ADVENTURE JAPANESE ARCADE 
GAME (UNLOCKAPLE, GAMECUPE ONLY) 


Notes: A snazzier version 

OF THE BASIC BURGLAR 
ALARM. Just looks cooler. 


^Unlock: Establish 
GameCube to GBA 

CONNECTION. 

*Cost:§99 
*Motives: Fun 5 
^Depreciation 
(Initial/Daily/Limit): 
§20/§l/§30 

Notes: GameCube only. See 
THE "GameCube/GBALink" 
SECTION. 


TROTTCO 27” COLOR TELEVISION P94U 


*Cost: §500 
*Motives: Fun 4 
^Depreciation 
(Initial/Daily/Limit): 
§125/§5/§100 

Notes: Twice the Fun of 
A BASIC TV AND HAS A 
REMOTE SO YOU WON'T 
WASTE TIME WALKING 
BACK AND FORTH TO THE 
TV TO TURN IT ON AND 
CHANGE CHANNELS. 

Group activity. 


DOUIN M/IT DAT” POOM 90X 


*Cost: §100 
*Motives: Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§25/§l/§20 
Notes: Dancing is a great 

GROUP ACTIVITY, AND THIS IS 
A CHEAP WAY TO GET A DANCE 
PARTY TOGETHER. 


cm\m oct qctoa 

OUT OP CP^TAIN CUAIMMPtQ: 
ACTWP (ACTION), PtAYPUt (CAT^TOON), 
OUTGOING (TONIANCP), AND GTOUCHY 
(HOT^T^OT^). Q\m NOT OP THPQP PPl^QONAUTY TYPPQ 
PN JOY Att CHANNPtQ POUAttY 


SIMSAEETY IV PURGLAR ALARM 


*Cost: §250 
^Depreciation 
(Initial/Daily/Limit): 
§62/§2/§50 
Notes: Police come when 

ALARM IS TRIPPED BY THE 

Cat Burglar; no need to 

CALL THEM YOURSELF. 
Covers A SINGLE room. Try 
TO PLACE IN THE ROOMS THAT 
LEAD OUTSIDE. 


ZIMANTZ COMPONENT Hl-R STEREO 


*Cost: §650 
*Motives: Fun 3 
^Depreciation 
(Initial/Daily/Limit) 
§162/§6/§130 


Notes: Group activity. 
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OCD’eveTQMe e\MRA\tROAD TOUiN 


*Cost: §955 

*Motives: Fun 4, Room 3 
^Depreciation 
(Initial/Daily/Limit): 
§239/§10/§191 


Notes: Group activity. 
It's big, so put it out- 
side OR IN A LARGE ROOM, 


MONEYUlEtt COMPUTER 


*Cost: §999 
*Motives: Fun 3 
^Depreciation 
(Initial/Daily/Limit): 
§250/§10/§200 

Notes: Great for job 

SEARCHING BECAUSE IT'S 
CHEAP ENOUGH FOR THE 
UNEMPLOYED. 


ALL COfAPUimQ CAN 9^ UQW 

QPA^CWNa PUN (PLAYING 6AMP9X 
AND QTUDYINO POl^ THP K\D9 (\N UPU 
OP A POOKQHPLP). PLAYPUL AND LAZY 
Q\m OPT P)CTT^A PUN OUT OP CONIPUTPT^Q; OTOUCHY 
AND ACTWP Q\m DON'T 


M/URL HURL RETRO JUKEPO)C 


*Cost: §1,199 
*Motives: Fun 3, Room 2 
^Depreciation 
(Initial/Daily/Limit): 
§300/§12/§240 


Notes: Group Activity. 


FREYJA "FREEDOM" STEREO 


*Cost: §1,495 
*Motives: Fun 3, Room 
^Depreciation 
(Initial/Daily/Limit): 
§299/§15/§498 


Notes: Group Activity. 


"SEE ME. EUWl MW" V\WMl MACHIME 



*Cost: §1,800 
*Motives: Fun 5 
^Depreciation 
(Initial/Daily/Limit): 
§450/§18/§360 

Notes: Group Activity 
(Watching). 


MlCROeCOTCH COVETTA QG29T500JA 

*Cost: §1,800 
*Motives: Fun 5 
^Depreciation 
(Initial/Daily/Limit): 
§450/§18/§360 

Notes: More Fun when 

PLAYING GAMES. 


eSRl VIRTUAL REALITY SET 

*Cost: §2,300 
*Motives: Fun 7 
^Depreciation 
(Initial/Daily/Limit): 
§575/§23/§460 

Notes: Can only be used by 
ONE Sim at a time. Comfort 

DIVES WHILE USING BECAUSE 

it's played standing up. 




STRINGS THEORY STEREO 

*Cost: §2,550 
*Motives: Fun 5, Room 3 
^Depreciation 
(Initial/Daily/Limit): 
§638/§26/§510 
Notes: The most fun you can 

HAVE WITH YOUR DANCING 
SHOES ON-WITH THE ROOM 
SCORE, it's a party ESSENTIAL 



FLOYD CO. LASER LIGHT SHOU) (UNLOCKABLE) 



*Unlock: Studio 8 
*Cost: §2,700 
*Motives: Comfort 3 
(Soma show). Energy 3 
(Chakra show). Fun 3 
(CU BELLA show) 
^Depreciation 
(Initial/Daily/Limit): 
§875/§35/§700 
Notes: Different light 

SHOWS AFFECT A DIFFERENT 
MOTIVE OF ANYONE IN THE 
SAME ROOM. 








iv 



*Cost: §3,500 
*Motives: Fun 6, Room 2 
^Depreciation 
(Initial/Daily/Limit): 
§875/§35/§700 

Notes: Group activity. 
Great entertainment fora 

LARGE GROUP OF SiMS OR 
JUST ONE WHO WANTS SOME 
FAST Fun. 


HELLAORAPHIJC 1024 "DIAMOND EDITION" 
(UNL0CKA9LE) 



MEET MARCO 


*Unlock: Dudley's 
Trailer 
*Cost: §4,999 
*Motives: Fun 
^Depreciation 
(Initial/Daily/Limit): 
§l,000/§50/§166 

Notes: This little dandy 
MAKES Computer gaming 
A Group activity. Just put 
IT IN FRONT OF A Couch 
AND WATCH THE SiMS 
GATHER ROUND TO GRAB 
CONTROLLERS. 



*Cost: §6,500 
*Motives: Fun 9 
^Depreciation 
(Initial/Daily/Limit): 
§l,625/§65/§l,300 

Notes: More Fun when 

PLAYING GAMES. 


(UNU0CKA9U) 

^Unlock: Tinsel Bluffs 
*Cost: §9,499 
*Motives: Fun 9, Room 8 
^Depreciation 
(Initial/Daily/Limit): 
§l,900/§96/§3,166 

Notes: The biggest, 
baddestTV ever. 
Virtually instant Fun 
FOR ANY Sim who likes 
TV ON NINE DIFFERENT 
SCREENS AT ONCE. SiNCE 
ALL CHANNELS RUN 
SIMULTANEOUSLY, EVERY 
KIND OF Sim with a TV 
AFFINITY IS PLEASED. 

Includes built-in 

SNACK DISPENSER. 



Appffaoees 

Appliances are the tools of your kitchen. Dishwashers save on 

CLEANING UP TIME (BETTER THAN DOING IT IN THE SiNK), BUT IF YOU'RE 
GOING TO HIRE A MAID ANYWAY, THERE'S NO NEED FOR IT. OTHER ITEMS 
ARE ALL ABOUT FOOD PREPARATION AND COFFEE, AND IN EACH CASE, THE 
MORE EXPENSIVE THEY ARE, THE BETTER FOR YOUR SiMS. 


m. PEOULAP-JOE COEEEE 



*Cost: §85 
*Motives: Energy 1, 
Bladder -1 
^Depreciation 
(Initial/Daily/Limit): 
§17/§l/§26 

Notes: A small increase 
IN Energy AT THE 
EXPENSE OF Bladder. 


BOUNCE MY BOOTY DANCE FLOOR (UNLOCKABLE) 



^Unlock: Club Rubb 
*Cost: §7,999 
*Motives: Fun 10 
^Depreciation 
(Initial/Daily/Limit): 
§l,600/§80/§2,666 

Notes: Plop it down at 

A PARTY, AND THE DANC- 
ING WILL HAVE EVERYONE 
DELIRIOUSLY HAPPY. TO 
USE, INTERACT WITH THE 
FLOOR, AND THE REST 
WILL TAKE CARE OF ITSELF. 


BRAND NAME TOASTER OVEN 



*Cost: §100 
^Motives: Hunger 1 
^Depreciation 
(Initial/Daily/Limit): 
§20/§l/§30 

Notes: A cheap way to 

COOK BUT ALSO A GREAT 
WAY TO START A FIRE IF 

YOUR Sim lacks Cooking 
SKILL. Doesn't ADD much 
TO FOOD SATISFACTION, 

SO SKIP IT AND USE A 

Microwave until your 
Sim can cook without 

HAZARD. 
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*Cost: §220 
^Motives: Hunger 2 
^Depreciation 
(Initial/Daily/Limit): 
§44/§2/§66 

Notes: Decreases food prep 

TIME AND INCREASES FOOD'S 

Hunger satisfaction. Place 

DIRECTLY BETWEEN YOUR 

Refrigerator AND Stove 

FOR MAXIMUM ECONOMY 
OF MOVEMENT. 


POSITIVE POTENTIAL MICPOUIAVE 


*Cost: §250 
^Motives: Hunger 2 
^Depreciation 
(Initial/Daily/Limit): 
§50/§2/§75 

Notes: The cooking tool 

FOR THOSE WHO DON'T 
KNOW HOW TO COOK. IT 
doesn't ADD AS MUCH 

Hunger satisfaction as 
A REAL Stove, but it 
won't start fires at all. 


M/ILD PILL THJC-451 PAPPECUE 

*Cost: §350 
^Motives: Hunger 4 
^Depreciation 
(Initial/Daily/Limit): 
§70/§4/§105 

Notes: Makes more 
Hunger-satisfying food 

THAN COLD FOOD FROM 

THE Refrigerator, but 

NOT AS MUCH AS A FULL 

KITCHEN. It is, however, A CHEAPER WAY TO GO AND CAN SERVE 
THE FUNCTION OF A REFRIGERATOR, FOOD PROCESSOR, AND 

Stove. Inexperienced cooks can start fires with this 

BABY, AND THE OPEN FLAMES MEAN DON'T PUT IT NEAR 
ANYTHING FLAMMABLE. 

JUNK OENIE TPA6H COMPACTOR 

*Cost: §375 
^Depreciation 
(Initial/Daily/Limit): 
§75/§4/§112 
Notes: Holds more trash 

THAN A CAN (FEWER TRIPS TO 
THE STREET SIDE TRASH CAN) 
AND doesn't degrade ROOM 
WHEN FULL (since IT'S 

closed). Once full, only 

INTERACTION IS "EMPTY." 


*Cost: §600 
*Motives: Hunger 6 
^Depreciation 
(Initial/Daily/Limit): 
§120/§6/§180 


Notes: The basic 
Refrigerator provides 

THE LEAST HUNGER SATIS 


FACT ON OF ALL MODELS. 


*Cost: §450 
*Motives: Energy 1, 
Bladder -2, Fun 1 
^Depreciation 
(Initial/Daily/Limit): 
§90/§4/§135 


Notes: Doubles the 
Energy boost of the 
REGULAR Coffee 
Machine, but also dou- 
bles THE Bladder hit. As 

A BONUS, YOU GET SOME 

Fun in the process. 

PPOILPASTAPD STONE GRILL (UNLOCKAPLE) 


*Unlock: Pixel Acres 
*Cost: §451 
^Motives: Hunger 5 
^Depreciation 
(Initial/Daily/Limit): 
§90/§5/§150 


*Cost: §550 
^Depreciation 
(Initial/Daily/Limit): 
§110/§6/§165 


Notes: The basic 
Dishwasher model 

BREAKS DOWN MORE 
OFTEN THAN THE MORE 
EXPENSIVE VARIETY. 








*Cost: §400 
^Motives: Hunger 5 
^Depreciation 
(Initial/Daily/Limit): 
§80/§4/§120 

Notes: The basic open-flame 
Stove. Don't use this or any 
Stove with less than three 
Cooking skill 


Notes: Works the same 

AS THE REGULAR 

Barbecue but makes 

MORE SATISFYING MEALS. 


D\QW DUSTERi DULUVa 


tLAMARiVC l^aFRilGERiATOl^ 


0A6MIA eiMORiQ QePRiUeeO MACHINE 





FUZZY LOGIC DieHUIAeWER 



*Cost: §950 
^Depreciation 
(Initial/Daily/Limit): 
§190/§10/§285 

Notes: Deluxe 
Dishwasher breaks 

DOWN LESS FREQUENTLY. 


THU TYRiOTO^^^^a" GAS l^ANGU 




♦Cost: §1,000 



*Motives: Hunger 7 



^Depreciation 



(Initial/Daily/Limit): 



§200/§10/§300 



Notes: The next step up 



IN CREATING PERFECT 



MEALS. Provides more 

^ Hunger satisfaction. 



PORCINA l^UFRilGQRiATOR MODtt PlG-e 

*Cost: §1,200 
*Motives: Hunger 7 
^Depreciation 
(Initial/Daily/Limit): 
§200/§12/§360 
Notes: Provides more 
Hunger satisfaction to 

PREPARED MEALS TAKEN 
OUT OF IT. 

FREEZE SECRET REFRIGERATOR 

*Cost: §2,500 
*Motives: Hungers 
^Depreciation 
(Initial/Daily/Limit): 
§500/§25/§750 
Notes: Even more Hunger 

SATISFACTION IS ONLY SEVER- 
AL HUNDRED DOLLARS AWAY 
IN THIS HIGHBROW MODEL 

TEPPAN *YAKl TAPLE 



*Cost: §3,000 
*Motives: Hunger 7, 
Fun 1 

^Depreciation 
(Initial/Daily/Limit): 
§145/§600/§201 

Notes: Get behind the 

GRILL AND HAVE FUN 
WHILE YOU COOK. NO 

NEED FOR A REFRIGERATOR WITH THIS ONE, BUT MEALS WON'T 
BE AS SATISFYING AS ONES MADE WITH A FULLY LOADED 
KITCHEN. Essentially, a glitzy Barbeque with Fun 
ATTACHED. 



Plumbing 

Plumbing items are your source for Hygiene and Bladder 

SATISFACTION. 




HYDRONOMIC KITCHEN SINK 


*Cost: §250 
*Motives: Hygiene 2 
^Depreciation 
(Initial/Daily/Limit): 
§50/§2/§75 


Notes: Necessary if 
YOU don't have a 
Dishwasher. 
Otherwise, only use- 
ful WHEN YOU HAVE GUESTS WHO NEED TO WASH THEIR 

HANDS. Must be embedded in a Countertop. 

DRAIN I 


*Cost: §300 
^Depreciation 
(Initial/Daily/Limit): 
§60/§3/§10 

Notes: Put it near 

THINGS THAT TEND TO 
FLOOD (Showers, Hot 
Tubs), and they become 

SELF-CLEANING. 

POGGe* MFMORIAL COMMODE (UNLOCKAPLE) 

^Unlock: Goth Manor 
*Cost: §300 
^Motives: Bladder 8 
^Depreciation 
(Initial/Daily/Limit): 
§60/§3/§100 





HYGElA-0-MATlC TOILET 

*Cost: §300 
^Motives: Bladder 8 
^Depreciation 
(Initial/Daily/Limit): 
§60/§3/§90 

Notes: The basic model. 
Flush and clean it reg- 
ularly OR it'll clog. 


FONTie PUPUCUe (UNLOCKAPLE) 


^Unlock: Tinsel Bluffs 
*Cost: §400 
*Motives: Hygiene 2, 
Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§80/§4/§133 
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FLUSH FORCE 5 >CLT (UNL0CKA9LE) 


*Unlock: Toane's Gym 
*Cost: §1,200 
*Motives: Bladders, 
Comfort 4 
^Depreciation 
(Initial/Daily/Limit): 
§240/§12/§360 


‘ "ANDERSON VlLLE" PEDESTAL" SINK" 


*Cost: §400 
*Motives: Hygiene 2 
^Depreciation 
(Initial/Daily/Limit): 
§80/§4/§120 


EPIKOUROS KITCHEN SINK 


*Cost: §500 
*Motives: Hygiene 3 
^Depreciation 
(Initial/Daily/Limit): 
§100/§5/§150 

Notes: Must be embed- 
ded IN A Countertop. 


MrtCKTO BREEZE OUTDOOR SHOWIER (UNL^ 

^ I *Unlock: Club Rubb 

*Cost:§599 

j *Motives: Hygiene 5 

^Depreciation 

' ^ (Initial/Daily/Limit): 

^ O § 120 /§ 6/§200 


mM 


SPACEMISER SHOWIER 


I JUSTA BATHTUB 


*Cost:§650 

^ *Motives: Hygiene 6 
9 ^Depreciation 
y (Initial/Daily/Limit): 
I §130/§6/§195 

Notes: Essential basic 

K MODEL. 


*Cost: §800 
*Motives: Hygiene 6, 
Comfort 3 
^Depreciation 
(Initial/Daily/Limit): 
§160/§8/§240 


;ANI-QUEEN BATHTUB 


Notes: Autoflushes 

AND OFFERS COMFORT 
WHILE YOU SIT. SO VERY 
WORTH IT. 


*Cost: §1,500 
*Motives: Hygiene 8, 
Comfort 5 
^Depreciation 
(Initial/Daily/Limit): 
§300/§15/§450 


HYDROTHERA BATHTUB 


*Cost: §3,200 
*Motives: Hygiene 10, 
Comfort 8 
^Depreciation 
(Initial/Daily/Limit): 
§640/§32/§960 


SONIC SHOWIER (UNLOCKABLE) 


*Unlock: Toane's Gym 
*Cost: §3,999 
*Motives: Hygiene 10, 
Comfort 8 
^Depreciation 
(Initial/Daily/Limit): 
§350/§l/§600 


Notes: For coolness 
ALONE, it's worth THE 

EXTRA CASH OVER THE HYDROTHERA. THE ONLY HITCH: KIDS 

can't use it and it must be kept scrupulously clean. Won't 

FLOOD BECAUSE ITCAN'T. 

KLASSIKLEAN "MORE-SAIC" TUB (UNLOCKABLE) 


^Unlock: Club Rubb 
*Cost: §4,500 
*Motives: Hygiene 10, 
Comfort 8, Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§900/§45/§l,500 



HOT 9PR\NG CONVe 
(UNtOCVCAPLE) 


ION W 





^Unlock: Pixel Acres 
*Cost: §5,000 
*Motives: Comfort 6, 
Hygiene 3, Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§l,000/§50/§l,667 


M/HIRLM/IZARD HOT TU9 


*Cost: §6,500 
*Motives: Comfort 6, 
Hygiene 2, Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§l,300/§65/§l,950 


NIAGARA tOVU TU9 (UNU0CKA9LE) 


*Unlock: Casa 
Caliente 
*Cost: §7,999 
*Motives: Comfort 5, 
Hygiene 2, Fun 3 
^Depreciation 
(Initial/Daily/Limit): 
§l,200/§l/§2,400 


Notes: Though it's 

ONLY A TWO-SEATER, THIS TOP-OF-THE-LINE TUB IS THE ONE 

EVERY Sim desires. Its special "Play" interaction seems 

TO INVOLVE LOOKING FOR SOMETHING ON THE BOTTOM OF THE 

TUB. Weird thing is, it does great things for relation- 
ship SCORE. 


Ufhtinf 


*Unlock: The Octagon 
*Cost: §24 
^Depreciation 
(Initial/Daily/Limit): 
§5/§l/§8 


*Cost: §25 
^Depreciation 
(Initial/Daily/Limit): 
§4/§l/§10 


GAPDtN LAMP BY tUNATECH 


♦Cost: §50 
♦Depreciation 
(Initial/Daily/Limit); 
§7/§l/§20 


HALOGEN HEAVEN LAMP BY CONTEMPTO 


♦Cost: §50 
♦Depreciation 
(Initial/Daily/Limit): 
§8/§l/§20 


CONFUClUe WAUL LAMP (UNLOCKABLE) 


♦Unlock: Mimi's Place 
♦Cost: §75 
♦Depreciation 
(Initial/Daily/Limit): 
§15/§l/§25 


OVAL GLASe eCONCE 


Light is essential to healthy Room motive. Add as much light as 
YOU can afford, and keep up with burnt-out bulbs (but only if 
YOU HAVE AT LEAST 3 MECHANICAL). 

ePARiTAN SPECIAL DE9K LAMPIUNLOCV^BLE) 


CMYK FLOOD LIGHT (UNLOCKABLE) 




^Unlock: Tinsel Bluffs 
*Cost: §95 
^Depreciation 
(Initial/Daily/Limit): 
§19/§l/§32 
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9 eTQP “tOVQ YOUl^eQtF" WAtt LAMP 
(UNtOCKAPtt) 


*Unlock Studio 8 
♦Cost: §150 
♦Depreciation 
(I N iTi al/ Dai ly/ Li M it) 
§30/§2/§50 


PORTAPtQ'UP-UOHT 


QUTQ RiQFttCTlONe CHROMt LAMP 


♦Cost: §100 
♦Depreciation 
(Initial/Daily/Limit) 
§20/§l/§33 


♦Cost: §180 
♦Depreciation 
(Initial/Daily/Limit) 
§27/§2/§72 


HAUIAllAN FANTASY TIKI TORCH (UNL0CKA9LE) 


TOP 9RASS SCONCE 


*Cost: §110 
^Depreciation 
(Initial/Daily/Limit) 
§16/§1/§44 


*Unlock: Casa Caliente 
*Cost: §180 
^Depreciation 
(Initial/Daily/Limit): 
§36/§2/§60 


THE APOPLECTIC PHOTOLECTRIC (UNLOCKAPLE) CUSTOM NEON SION 


^Unlock: Club Rubb 
*Cost: §115 
^Depreciation 
(Initial/Daily/Limit) 
§23/§l/§38 


♦Cost: §185 
♦Depreciation 
(Initial/Daily/Limit) 
§37/§2/§62 


SLP LAMP (UNLOCKAPLE 


PLUE PLATE SPECIAL SCONCE 


*Cost: §135 
^Depreciation 
(Initial/Daily/Limit) 
§20/§1/§54 


*Unlock: Shiny Things 
Labs 

*Cost: §199 
^Depreciation 
(Initial/Daily/Limit): 
§40/§2/§66 


NEON FLAMINGO SION (UNLOCKAPLE) 


TORCHOSTERONNE TAPLE LAMP 


*Unlock: Dudley's 
Trailer 
*Cost: §150 
^Depreciation 
(Initial/Daily/Limit) 
§30/§2/§50 


*Cost: §200 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit) 
§30/§2/§80 





EJCOTicAuerieiw floor lamp (unlockaple) 

^Unlock: Mimi's Place 
*Cost: §210 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§42/§2/§70 



TORCHEMADA M/ALL TORCH (UNLOCKAPLE) 



*Unlock: Dudley's 
Place 

*Cost: §250 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§50/§3/§83 


EJCPERIMENTAL LAMP (UNLOCKAPLE) 

*Unlock: Dudley's 
House 
*Cost: §275 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§55/§3/§192 


RilTUUTa ePOTUGHT (UMtOCKAPLU) 

^Unlock: The Octagon 
♦Cost: §300 
♦Depreciation 
(Initial/Daily/Limit): 
§60/§3/§100 




TOPCHOeTQRiONNU FtOOP LAMP 

♦Cost: §350 
♦Motives: Room 1 
♦Depreciation 
(Initial/Daily/Limit): 
§52/§4/§140 



TORCHEMADA CANDELAPRA (UNLOCKAPLE) 

*Unlock: Casa Caliente 
*Cost: §400 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
§80/§4/§133 



M/see//Meous 


Just because they're not easily categorized doesn't mean they 
aren't important, ok? These objects range from the purely 
functional to the very Fun (of the nonelectronic variety). 


TRASH CAN 



*Cost: §30 
^Depreciation 
(Initial/Daily/Limit): 
§30/§l/§12 

Notes: If you don't 
HAVE A Trash 
Compactor, you'll need 

ONE OF THESE UNLESS 
YOU WANT TO HAUL EVERY 
BAG OF TRASH OUT TO 
THE CURB. 


SNOOZMORE ALARM CLOCK 

*Cost: §30 
^Depreciation 
(Initial/Daily/Limit): 
§4/§l/§12 

Notes: Set the alarm 
ONCE AND it'll GO OFF 
EVERY DAY TWO HOURS 
BEFORE THE BUS IS SCHED- 
ULED TO ARRIVE. Note that 

IT WILL AWAKEN ANYSiM IN THE ROOM, EVEN IF THEY DON'T HAVE 
TO GO TO WORK, SO BE CAREFUL IF YOU SHARE A ROOM. 



MAGICAL MYSTERY TOY 90X ■ 

*Cost: §50 
^Motives: Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§8/§l/§20 

Notes: For kids only. 
Cheap entertainment 

FOR THE CHILDREN. 


HAPPY THUNDER NEOSCILLATINO SPRINKLER 

*Cost: §65 
*Motives: Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§12/§l/§36 

Notes: If you have kids 

IN YOUR HOUSE, THEY 
CAN RUN THROUGH IT FOR 

Fun. If they trip over 
IT, HOWEVER, they'll 
LOSE SOME Comfort. 
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TRADITIONAL OAK ARMOIRL 


*Cost: §550 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§82/§6/§220 

Notes: Temporarily change 

INTO OTHER FORMAL WEAR, 
SWIMSUIT, OR JAMMIES. 


STRIP POKLR TAPLL 


*Unlock: Dudley's 
Trailer 
*Cost: §65 
^Depreciation 
(Initial/Daily/Limit): 
§13/§l/§22 


Notes: Larger capacity 

THAN YOUR NORMAL CAN, 
PLUS THE BONUS OF '80S 
NUCLEAR PARANOIA CHIC. MIGHT GLOW MORE THAN SOME 
WOULD LIKE. 


eUPERDOOP PASKETPALL HOOP 

*Cost: §650 
*Motives: Fun 4 
^Depreciation 
(Initial/Daily/Limit): 
§98/§6/§260 

Notes: Great fun for active 
Sims alone or in groups. 
The higher the Body score, 

THE BETTER THE SHOOTER. 


*Unlock: Pixel Acres 
*Cost: §450 
*Motives: Fun 3 
^Depreciation 
(Initial/Daily/Limit): 
§90/§5/§150 

Notes: Group activity. 


*Cost: §100 
^Motives: Hunger 1, 
Comfort 3 
^Depreciation 
(Initial/Daily/Limit): 
§15/§l/§40 

Notes: Drink from it or 
SIT ON IT. You CHOOSE. 


"VENUSPICE" DRESSER PY POLLY VINYL 
(UNLOCKAPLE) 

*Unlock: Mimi's Place 
*Cost: §400 
*Motives: Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§80/§4/§133 

Notes: Temporarily change 

INTO OTHER FORMAL WEAR, 
SWIMSUIT, OR JAMMIES. 

TETHERPALL (UNLOCKAPLE) 


KINDERSTUFF DRESSER 

*Cost: §300 
^Depreciation 
(Initial/Daily/Limit): 
§45/§3/§120 

Notes: Temporarily change 

INTO OTHER FORMAL WEAR, 
SWIMSUIT, OR JAMMIES. NOT 
JUST FOR KIDS. 


*C0ST: §250 
^Depreciation 
(Initial/Daily/Limit): 
§38/§2/§100 

Notes: Temporarily change 

INTO OTHER FORMAL WEAR, 
SWIMSUIT, OR JAMMIES. 


*C0ST: §600 
*Motives: Fun 4 
^Depreciation 
(Initial/Daily/Limit): 
§60/§l/§160 

Notes: Group activity. Two 
Sims can play for fun and 

TO SEE A BIT OF SKIN. NO 

Chairs necessary. 


t^£/ 

DOT-55C DISPOSAL DRUM (UNLOCKAPLE) 


SLURP *N’ PURP PEVERAOE COOLER 


M/ILL LLOYD M/RIOHT DOLL HOUSE 


SOCK-A-JOCK OYM LOCKER 

*Cost: §325 
^Depreciation 
(Initial/Daily/Limit): 
§65/§3/§108 


Notes: Temporarily 

CHANGE INTO OTHER FOR- 
MAL WEAR, SWIMSUIT, OR 
JAMMIES. 


*C0ST: §180 
*Motives: Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§27/§2/§72 

Notes: Group activity. Kids 

OR ADULTS CAN PLAY WITH LIT- 
TLE PEOPLE LIVING IN A HOUSE 
THEY CONTROL WHY IS THIS 
SOUNDING FAMILIAR? 
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TABLE TENNie FROM SLAMMO (UNLOCKABLE) 


*Unlock: Pixel Acres 
*Cost: §700 
*Motives: Fun 6 
^Depreciation 
(Initial/Daily/Limit): 
§140/§7/§233 


*Cost: §1,300 
*Motives: Room 3 
^Depreciation 
(Initial/Daily/Limit) 
§260/§13/§455 


Notes: Fast-paced fun 
FOR TWO Sims 


Notes: Temporarily change 

INTO OTHER FORMAL WEAR, 
SWIMSUIT, OR JAMMIES. 


DOMEeTlC BEACH SIMULATOR 


r I *Cost: §1,000 

if d *Motives: Fun 4 
^Depreciation 
(Initial/Daily/Limit): 

Notes: Only KIDS CAN START 
PLAYING IN THE SANDBOX, BUT 
ADULTS CAN JOIN THEM TO 

INCREASINGLY ELABORATE SAND SCULPTURES WITH ADULT HELP (KICK- 
ING OVER THE SCULPTURE EACH TIME). 


*Unlock: Dudley's 
Trailer 
*Cost: §2,200 
*Motives: Fun 5 
^Depreciation 
(Initial/Daily/Limit): 
§440/§22/§733 

Notes: Rec. room rum 
PUS FOR TWO Sims. 


AROMASTBR VVHIFFERPUFF "GOLH* (UIVILOCWVM 


THE FUNINATOR DELUJCE 


*Cost: §1,200 
*Motives: Fun 5 
^Depreciation 
(Initial/Daily/Limit): 
§180/§12/§480 


^Unlock: Toane's Gym 
*Cost: §2,500 
^Motives: Comfort 
(Peppermint AND Juniper), 
Energy 3 Quniper and 
Rosemary), Fun 3 

> (Lavender and Marjoram) 

^Depreciation 

(Initial/Daily/Umit): 

§350/§l/§650 

Notes: Place this on a surface and turn it on to passively feed 

ONE OF THREE MOTIVES. THE BEST SETTING IS THE "JUNIPER AND 

Rosemary" (Energy) to shorten sleep time in the bedroom or 

KEEP THE ACTION GOING AT A PARTY. THE FINAL SETTING ("ROSEMARY 

AND Peppermint") increases the potential for positive social 
INTERACTION. COSTS §50 PER USE. DON'T USE IF IT'S BROKEN OR IT'LL 
SPEW NOXIOUS FUMES THAT NO ONE WILL LIKE. 


Notes: Kids only. 


ANTIQUE ARMOIRE 


*Cost: §1,200 
*Motives: Room 2 
^Depreciation 
(Initial/Daily/Limit): 
§180/§12/§480 


Notes: Temporarily change 

INTO OTHER FORMAL WEAR, 
SWIMSUIT, OR JAMMIES. 


ePECTEt^ DETECTOR BEA^ ARlSTOeCRATCH POOL TABLE 



*Unlock: Goth Manor 
*Cost: §1,225 
*Motives: Fun 4, Room 3 
^Depreciation 
(Initial/Daily/Limit): 
§245/§12/§408 

Notes: Pull a Chair 



OR TWO UP TO IT AND 


*Cost: §4,200 
*Motives: Fun 6 
^Depreciation 
(Initial/Daily/Limit): 
§630/§42/§l,680 

Notes: Two Sims have lots 
OF Fun, but it needs lots 

OF SPACE AROUND IT. 


TELL FORTUNES FOR FUN. 

If someone has died 

ON THE LOT, USE THE 

"Contact Spirits" 

INTERACTION TO EXORCISE 
THE GHOST AND SEND 
IT PACKING. 



OVERLORD POOL TABLE (UNLOCKABLE) 


^Unlock: Tinsel Acres 
*Cost: §4,500 
*Motives: Fun 7, Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§900/§45/§l,500 


Notes: Civilized Fun for one 
OR TWO Sims, but there 
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1 NARCieCO M/ALL MIRROR 



' >. 

*Cost: §100 



*Skill: Charisma 
^Depreciation 
(Initial/Daily/Limit): 
§15/§l/§40 

Notes: Make a speech 
TO GAIN Charisma. 



Increased speed for 



HIGH Outgoing. 


MEDICINE CAPINET 


*Cost: §125 
*Skill: Charisma 
*Motives: Hygiene 1 
(Brush Teeth) 
^Depreciation 
(Initial/Daily/Limit): 
§19/§l/§50 


Notes: Make a speech 
TO GAIN Charisma. 
Increased speed for high Outgoing. Can alternatively 
GAIN Hygiene by brushing teeth. 


NARCieCO FLOOR MIRROR 

*Cost: §150 
*Skill: Charisma 
^Depreciation 
(Initial/Daily/Limit): 
§22/§2/§60 

Notes: Make a speech 
TO GAIN Charisma. 
Increased speed for 
HIGH Outgoing. 


Skill 


These objects are what you need to sculpt yourself into a giant 

OF THE CAREER WORLD. MANY, OF COURSE, HAVE BENEFITS OUTSIDE THE 

WORKPLACE. Generally, the more expensive it is, the faster it 
BESTOWS SKILL GAIN. 


1 CHEAP P\NE POOKCAet 

*Cost: §250 
*Skill: Cooking, 
Mechanical, Study 
*Motives: Fun 1 
^Depreciation 
(Initial/Daily/Limit): 
§38/§2/§100 

Notes: Gain Mechanical 
OR Cooking skill by 

STUDYING EACH. CaN ALSO READ A BOOK FOR FUN. KiDS CAN 
USE IT TO STUDY FOR SCHOOL. ShY AND GROUCHY SiMS CAN 

GAIN Mechanical faster when using Bookshelves. 


"DIMANCHE" FOLDING EASEL 

*Cost: §250 
*Skill: Creative 
*Motives: Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§38/§2/§100 

Notes: Raises 
Creativity at a faster 

RATE FOR HIGH PLAYFUL 

Sims. When a painting is complete, it can be sold for a 

PRICE THAT RISES WITH CREATIVITY SKILL. 

APTISTS* PLOCK (UNLOCKAPLE) 

^Unlock: Studio 8 
*Cost: §300 
*Skill: Creative 
*Motives: 

^Depreciation 
(Initial/Daily/Limit): 
Random 

Depreciation /Appreciation 
Notes: When sculpture is 

COMPLETE, YOU CAN SELL IT THROUGH BUY MODE OR MOVE IT 
AROUND YOUR HOUSE. STATUES BUILT WITH HIGH CREATIVE SKILL 
ENHANCE Room too. 


CHUCK MATEUIELL CHESS SET 

*Cost: §500 
*Skill: Logic 
*Motives: Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§75/§5/§200 

Notes: While building 
Logic, you can also 
HAVE Fun (even more 
FOR Serious Sims) and, if you play with another Sim, 
Social too. 


AMISHIM POOKCASE 





*Cost: §500 
*Skill: Cooking, 
Mechanical, Study 
*Motives: Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§75/§5/§200 

Notes: Gain Mechanical 
OR Cooking skill by 

STUDYING EACH. CaN ALSO READ A BOOK FOR FUN. KiDS CAN USE 
IT TO STUDY FOR SCHOOL. ShY AND GROUCHY SiMS CAN GAIN 

Mechanical faster when using Bookshelves. 








9EEJAPH0NE OUITAP (UNLOCKAPLE) 

*Unlock: Studio 8 
*Cost: §580 
*Skill: Creative 
*Motives: Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§87/§6/§232 

Notes: The better your 
Creative skill, the bet- 
ter YOU PLAY. If other Sims stop to listen, their reaction 

CAN IMPROVE OR DIMINISH (DEPENDING ON HOW WELL YOU 

play) both your and their respective relationship 
SCORES. Advice: If you aren't any good yet, don't play in 

FRONT OF OTHERS, OR YOU'LL DAMAGE THE RELATIONSHIP. 

"EKEPTO" PENCHPPtee EJCEPCiet MACHINE 

*Cost: §700 
*Skill: Body 
^Depreciation 
(Initial/Daily/Limit): 
§105/§7/§280 

Notes: High Active Sims 
GAIN Body points faster 

THAN OTHERS ON THIS OBJECT. 

KPAFTKINO M/OODUIORKINO TAPLE 

*Cost: §720 
*Skill: Mechanical 
^Depreciation 
(Initial/Daily/Limit): 
§144/§7/§252 

Notes: Woodworking 

PRODUCTS CAN BE SOLD 

(price increases with 
skill) and moved in Buy 

MODE OR GIVEN AWAY AS 
GIFTS FOR A RELATION- 
SHIP BOOST. 




UPPl Dl PEOINA POOKCASE 

*Cost: §900 
*Skill: Cooking, 
Mechanical, Study 
*Motives: Fun 3 
^Depreciation 
(Initial/Daily/Limit): 
§!35/§9/§360 

Notes: Gain 
Mechanical OR 

Cooking skill by studying each. Can also read a book 
FOR Fun. Kids can use it to study for school. Shy and 
Grouchy Sims can gain Mechanical faster when using 
Bookshelves. 





CONCEPT POOKCASE PY ANDY tUSHAN 

*Cost: §1,000 
*Skill: Cooking, 
Mechanical, Study 
*Motives: Fun 3 
^Depreciation 
(Initial/Daily/Limit): 
§200/§10/§333 

Notes: Gain 
Mechanical or 

Cooking skill by studying each. Can also read a book 
FOR Fun. Kids can use it to study for school. Shy and 
Grouchy Sims can gain Mechanical faster when using 
Bookshelves. 

NOeTAtOlCO MICROPHONE (UNLOCKAPtE)^ 

*Unlock: Tinsel Acres 
*Cost: §1,100 
*Skill: Charisma 
*Motives: Fun 3 
^Depreciation 
(Initial/Daily/Limit): 
§220/§ll/§367 

Notes: The greater the 
Charisma skill, the bet- 
ter YOUR Sim will sing. 

aJCECUTlVE TRiUADMltL 

"5^ *Cost: §1,200 
*Skill: Body 
^Depreciation 
(Initial/Daily/Limit): 
§105/§l/§280 


KRAETKINO POTTER'S M/HEEt (UNLOCKAPLE) 

*Unlock: Studio 8 
*Cost: §1,300 
*Skill: Creative 
*Motives: Fun 3 
^Depreciation 
(Initial/Daily/Limit): 
§260/§13/§433 

Notes: Pottery prod- 
ucts CAN BE SOLD 

(price increases with skill) and moved in Buy mode or 

GIVEN AWAY AS GIFTS FORA RELATIONSHIP BOOST. 

SLUSHRUSH PORTAPLE PAR (UNLOCKAPLE) 

^Unlock: Mimi's Place 
*Cost: §1,500 
*Skill: Cooking 
^Motives: Hunger 1, 
Comfort 1, Energy 1 
^Depreciation 
(Initial/Daily/Limit): 
§300/§15/§500 

Notes: Drinks made on 
BAR BOOST Hunger, 

Energy, and Comfort. 
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Notes: Food made can 

BE SERVED FOR HUNGER 
SATISFACTION. 


V<RAFTWN0 \NVCNTOe M/O^KeHOP (UNLOCW©LC) 


HORRORUIITZ "eTAR-TRACK” TEtEeCOPE 
(UNLOCKAPLE) 

*Unlock: Shiny Things 
Labs 

*Cost: §2,100 
*Skill: Logic 
*Motives: Fun 4 
^Depreciation 
(Initial/Daily/Limit): 
§315/§21/§840 

TURNTAPLITZ D J POOTH (UNLOCKAPLE) 

*Unlock: Toane's Gym 
*Cost: §2,295 
*Skill: Creative 
*Motives: Fun 3 (DJ) 
^Depreciation 
(Initial/Daily/Limit): 
§459/§23/§765 

Notes: It's a kickin' stereo 

BUT ALSO A SKILL OBJECT IF 
YOU SPIN. 

EPlCURlOUe OOURME;^eTOVE (UNLOCKAPLE) 

*Unlock: Mimi's Place 
*Cost: §2,600 
*Skill: Cooking 
*Motives: Hungers, 
Room 1 
^Depreciation 
(Initial/Daily/Limit): 
§520/§26/§910 


*Unlock: Shiny Things 
Labs 

*Cost: §3,330 
*Skill: Mechanical 
^Depreciation 
(Initial/Daily/Limit): 
§666/§33/§l,110 

Notes: Depending on 

SKILL LEVEL, YOU CAN 
CREATE A CUTE GNOME (WHICH CAN BE GIVEN AWAY FOR RELA- 
TIONSHIP benefits), a deluxe flamingo (jumps when you 

KICK it), or a gnome ROCKET (KICKING IT HURTS BUT LAUNCH- 
ING IT rocks). All items can be sold in Buy mode for 

INCREASING AMOUNTS BASED ON SKILL. PRODUCTS CAN ONLY 
BE MOVED IN BUY MODE. 


*Cost: §3,500 
*Skill: Creative 
*Motives: Fun 4, Room 3 
^Depreciation 
(Initial/Daily/Limit): 
§525/§35/§l,400 

Notes: The better your 
Creative skill, the 
BETTER you'll PLAY. IF 
OTHER Sims stop to listen, their reaction can improve or 
DIMINISH (depending ON HOW WELL YOU PLAY) BOTH YOUR AND 
THEIR RESPECTIVE RELATIONSHIP SCORES. ADVICE: IF YOU AREN'T 
ANY GOOD YET, DON'T PLAY IN FRONT OF OTHERS OR YOU'LL 
DAMAGE THE RELATIONSHIP. INCREASE SKILL SPEED FOR HIGH 

Playful Sims. 

GENE GENIE INCUPATOR (UNLOCKAPLE) 




*Unlock: Goth Manor 
*Cost: §3,950 
*Skill: Logic 
^Depreciation 
(Initial/Daily/Limit): 
§790/§40/§l,317 

Notes: Work at it a 
WHILE AND you'll GET A 
MUTANT PLANT THAT CAN 


BE MOVED IN BUY MODE. ALL ITEMS CAN BE SOLD IN BUY MODE 


FOR INCREASING AMOUNTS BASED ON SKILL. MUTANT PLANTS 


NEED TO BE FED. 

LIFE ROCKei CUMPING M/ALL“(UNLOCKAPLEr 



*Unlock: Toane's Gym 
*Cost: §4,500 
*Skill: Body 
*Motives: Fun 2 
^Depreciation 
(Initial/Daily/Limit): 
§900/§45/§l,500 


TUMULTECH "eiM-PHON Y" PYNTHEeiZER 
(UNLOCKAPLE) 

*Unlock: Goth Manor 
*Cost: §5,900 
*Skill: Fun 6, Room 3 
*Motives: Creative 
^Depreciation 
(Initial/Daily/Limit): 
§l,180/§59/§l,967 

Notes: The better 
YOUR Creative skill, 
THE BETTER YOU'LL PLAY. IF OTHER SiMS STOP TO LISTEN, 
THEIR REACTION CAN IMPROVE OR DIMINISH (DEPENDING ON 
HOW WELL YOU PLAY) BOTH YOUR AND THEIR RESPECTIVE 
RELATIONSHIP SCORES. ADVICE: IF YOU AREN'T ANY GOOD YET, 

don't play in front of others or you'll damage the 

RELATIONSHIP. 












*Unlock: The Octagon 
*Cost: §9,995 
*Skill: Logic 
^Depreciation 
(Initial/Daily/Limit): 
§l,999/§100/§3,332 


Notes: The next gener- 
ation Major Domo is 

NOW A SKILL OBJECT. 

Just belly up to her keyboard to study Logic (Program 
FOR Chores) and she'll clean every mess and fix every 

BROKEN OBJECT IN THE HOUSE FOR FREE. She'LL EVEN SOCIAL- 
IZE WITH YOUR GUESTS (PROGRAM FOR HUMAN RELATIONS). 
You MAY LEAVE THE KEYBOARD ANY TIME SHE'S OUT, AND 

she'll finish all jobs before returning. There'S even a 

SPECIAL MODE THAT TURNS HER INTO A SiM FOR A TIME 

(Program for Experimental Prototype). You can't inter- 
act WITH HER, BUT SHE WILL GO TO THE BATHROOM AND EAT 
YOUR FOOD. Neat. 




OYROePORT "A9D0MllVlAT0R"IUNt0CKA9U) 




*Unlock: The Octagon 
*Cost: §8,000 
*Skill: Body 
*Motives: Fun 3 
^Depreciation 
(Initial/Daily/Limit): 
§l,600/§80/§2,667 


TEeU COIL 3.0 (UNL0CKA9LE) 

^Unlock: Shiny Things 
Labs 

*Cost: §8,595 
*Skill: Mechanical 
^Depreciation 
(Initial/Daily/Limit): 
§l,719/§86/§2,865 


mQQ OYRiOTrc“(UNtOCKA9tQ) 


You have at your disposal several vehicles of various 

GLAMOR IN WHICH TO CRUISE AROUND TOWN. YOU START WITH THE 
HUMBLE BUT ETERNALLY HIP SCOOTER, BUT YOU CAN TRADE UP ONCE 
YOU BEGIN TO UNLOCK OTHER VEHICLES. 

Trading vehicles costs nothing. 


(Inhekdble Vehicles 


Vehicle Location 


Cancilla 75 Super Scooter 

Mom's House 

Matsuura Imposter Type-S 

Mimi's Place 

Dude Buggy 

Dudley's Trailer 

Cruisette Leviathan 

Studios 

RGB Flashback 

Goth Manor 

Maximoto Tsunami X-TEQ 

Toane's Gym 

SchnellMeister 
"Technik" Edition 

The Octagon, Pixel 
Acres, Tinsel Bluffs, 
Malcolm's Mansion 

SpritzenFunken Q3 

Casa Caliente, Shiny 
Things Labs, Club Rubb, 
The Octagon, Pixel 
Acres, Tinsel Bluffs, or 
Malcolm's Mansion 

Li MO Ultimo 

Malcolm's Mansion 

Satan iTi "Diavolo" GT 1000 

Malcolm's Mansion 
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. QMlUYPACUAPP^R^IvmTOTHATQMQ 
PICTUT^U IM YOUP PUIAT\0IV1QH\P PAMa. 


Uve 

Once your Sim's relationship with another Sim rises above 70 
(for both Sims), love can bloom with that Sim. 


Friendship occurs when 

BOTH YOU AND A FELLOW SiM 
HAVE RELATIONSHIP SCORES OF 
AT LEAST 50 WITH ONE ANOTH- 
ER. Since relationship 

SCORES ARE NOT SYMMETRICAL, 
THIS MIGHT NOT HAPPEN AT THE 
SAME TIME FOR BOTH SiMS. 

Keep at it. At this point the 

PERSON OFFICIALLY COUNTS AS 
A FAMILY FRIEND. THIS IS 
IMPORTANT BECAUSE ACTUAL 
FRIENDS ARE THE ONLY ONES 
WHO MATTER FOR CAREER PRO- 
MOTION PURPOSES. 


etMS VIWaemRiC ABED UITTH ANY RiOOM- 
MATE VMTH VWHOM THEY HAVE A RiELATlONeWP 


OVERiBO. 


Ai\o MiFioEiicinc Sims 


A LONELY Sim is a pathetic thing because Sims are inherently social creatures, craving the attention of others and 

NEEDING A WIDE SOCIAL CIRCLE TO ADVANCE IN THEIR PROFESSION. THE POWER OF SOCIALIZING IS IMPOSSIBLE TO OVERSTATE. 

This section lets you in on the mechanisms underlying social interactions so you can hijack them to your own 

STRATEGIC PURPOSES. ARMED WITH THIS INFORMATION, YOU CAN MAKE FRIENDS WITH BLINDING SPEED, SPREAD LOVE ALL OVER 

SimValley, and keep the good vibes flowing your way by being a good and diligent friend. You can even make lots of 
LITTLE Sims. 


lMTO^PlAYMOD^,^V0^YQ»MUiHO 

. QlVVPKAHOUQ^(ATAM\tY')9HAP^TOaiVlD- 
QV\PQ. \P Qm A MAKK A TOIUMD, QM P OQTQ 
CPPDIT FOP IT TOUAPD HFP FP\FMD COUMT FOP CAPFFP 
PPOMOTIOM MOPFOVFP, YOUP M0UQFMATF9 DOM’T COUMT 
AQ FPIFMDQ UiHFM PPOMOTIOM TIMF COMF^. 

\M PUgr OUT MODF. OMtY YOUPQMQ FPIFMDQWPQ MAT- 
TFP YOUPQ DOMT COUMT TOUAPD YOUP HOUQFMATFQ, AMD 
TMFIPQ DOM'T COUMT TOUAPD YOUPQ. LUCKILY YOUP 
POOMULQ DO COUMT AQ FPIFMDQ FOP PPOMOTIOMQ. 


It's also important because several interactions don't 

APPEAR UNTIL A FRIENDSHIP IS ESTABLISHED. YOU CAN'T HAVE TOO 
MANY FRIENDS. 


Relationship scores are not symmetrical. Your Sim may have a 

RELATIONSHIP SCORE OF 52 WITH A SiM WHOSE SCORE TOWARD YOUR 

Sim is only 35. 


S 0 ci^t 


The LITTLE SMILEY FACE MEANS 
YOU MADE A FRIEND. FRIENDS ARE 
MARKED WITH THE SAME SYMBOL 
ON THE RELATIONSHIP PANE. 


The relationship score pane shows 

YOUR RELATIONSHIP WITH EACH SiM 

you've met. 


Social score is shown 

ON YOUR MOTIVES PANE. 


The same interactions that build or destroy the relationship 

SCORE ALSO IMPACT YOUR SOCIAL MOTIVE. ANY INVOLVEMENT WITH 
ANOTHER Sim stops the steady decay of this motive and changes 

IT IN ACCORDANCE WITH THE OUTCOME OF YOUR INTERACTIONS. 

Not all socializing is, for Social motive purposes, good 
SOCIALIZING. Some interactions are worth more than others, 
DEPENDING ON THE SiMS INVOLVED. SO IF YOUR SOCIAL MOTIVE IS 
LOW, USE A BIT OF STRATEGY TO MAKE SURE YOU'RE REPLENISHING 
THAT MOTIVE EFFICIENTLY. 


The two scoring systems for your Sim's societal success are 

THE RELATIONSHIP SCORE AND THE SOCIAL MOTIVE. MOST OF WHAT YOU 
DO TO IMPROVE ONE HAS SOME EFFECT ON THE OTHER, THOUGH PER- 
HAPS NOT AS MUCH AS YOU'D EXPECT. 


RetationsHip Se^re 


The relationship score 

IS BUILT BY PERFORMING 
SOCIAL INTERACTIONS WITH 
OTHER Sims and having 

THEM DO THE SAME TO YOUR 

Sim. These interactions 

CAN BE POSITIVE OR NEGA- 
TIVE, CONVERSATIONAL OR 
PHYSICAL, INTIMATE OR 
DOWNRIGHT CRUEL. 

The range is yours ^ 

TO USE. 


The relationship score is a rating from -100 to 100 gauging 

THE QUALITY OF YOUR RELATIONSHIP WITH A GIVEN SiM. THE HIGHER 
THE SCORE, THE BETTER THE RELATIONSHIP. 


Encounters such as these are 

THE ENGINE OF THE RELATIONSHIP 
SCORE. 




^ ^ 
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J YOU CAN'T LOSE A PROMOTION FOR 

/ / LOSING A FRIEND ON WHICH THE PROMOTION 

> WAS BASED, BUT YOU WON’T GET AN UPCOMING 
PROMOTION IF YOUR PREVIOUSLY HIGH-ENOUGH FRIEND 
COUNT DROPS. 


After 70 points, any 

ROMANTIC INTERACTION 

(hug, kiss, backrub, etc.) 

CAN RANDOMLY RESULT IN 

LOVE. You'll know it hap- 
pens BECAUSE A LITTLE 


Every day you don't interact with a Sim you've met, your rela- 
tionship SCORE TOWARD THAT SiM DECLINES BY TWO POINTS. IF THE 
OTHER Sim is a friend and the score drops below 50, you'll 

LOSE THAT FRIEND AND HAVE TO REESTABLISH THE RELATIONSHIP. 


HEART APPEARS NEXT TO 
THE Sim's picture in the 


RELATIONSHIP PANEL 


A HEART MEANS LOVE, LOVE, LOVE 


RtmMtk ktencttMS 


Interactions that can inspire love are: 


*Admire Body 
*Air Kiss 
*Bear Hug 
*Booty Spank 
*Dance Dirty 
*Feather Tickle 
*Flirt 

^French Kiss 


*Give Backrub 

*Kiss 

*Kiss Hand 
*Kiss Romantically 
^Serenade 
*Slow Dance 
*Smooth Talk 
*W oLF Whistle 


As FRIENDSHIPS NEAR THE POINT OF FALLING BELOW 50, YOU 
RECEIVE AN ONSCREEN WARNING REMINDING YOU TO TOUCH BASE WITH 
YOUR FRIEND. HEED IT IF YOU WANT TO GET A PROMOTION IN THE 
NEAR FUTURE. 


Keeping in Tend 


The way you keep relationships going is to interact with Sims 

YOU KNOW ON A REGULAR BASIS. EACH TIME YOU SEE THEM, CHAT FOR 
A WHILE AND GET THE RELATIONSHIP SCORE AS HIGH AS POSSIBLE. AS 
LONG AS YOU STAY AHEAD OF 

THE PACE OF DECAY, THE RELA- Ji_M 

TIONSHIP WILL GROW. 

Finding TIME FOR YOUR 

FRIENDS IS HARD ENOUGH. ^ 

Sometimes JUST FINDING 

THEM IS A CHALLENGE. THERE 

ARE FOUR WAYS TO MEET UP 

WITH Sims to work on 

YOUR RELATIONSHIP. \ 


Don't use these unless you want your Sim to fall in love, 
Love leads to jealousy, and that's a minefield. 


Keep in mind that your Sim can experience unrequited 
LOVE. If your Sim falls for a Sim whose relationship score 

TOWARD YOUR SiM IS BELOW 70, YOUR SiM WILL BE THE ONLY ONE IN 

LOVE. This can lead to some awkward situations when your 
Sim proposes. 


Jeeiensy 


A PHONE CALL A DAY KEEPS LOST 
FRIENDSHIPS AWAY. 


There is no rule that says your Sim can only be in love with one 
OTHER Sim. You can be in love with as many as you can manage. 
Just be careful of jealousy. 


*Chat on the phone: You don't have to be together 

TO TALK. A FEW RELATIONSHIP POINTS CAN BE GLEANED 
BY CALLING ASIM ON THE PHONE AND TALKING FORA 
FEW MINUTES. THIS WON'T MAKE A FRIENDSHIP GROW, 

BUT A DAILY CALL WILL OVERCOME DECAY. 

*Invite over: The phone is also your means to 

BRINGING YOUR FRIENDS AND ACQUAINTANCES TO YOU. 

They won't ALWAYS ACCEPT AN INVITATION TO DROP BY, BUT 
THEY USUALLY DO IF YOU CALL DURING 
CIVILIZED HOURS. ONCE THEY'RE AT THE HOUSE, YOU 
CAN INTERACT FREELY, BUILDING THE RELATIONSHIP AS 
MUCH AS POSSIBLE. 

*Go Visiting: Just hop in your vehicle and go to a 
Sim's house. You can visit any place you've 

UNLOCKED IN THE GAME, EVEN PLACES YOU HAVEN'T 
BEEN YET, AND INTERACT WITH ANYONE WHO'S THERE. 

Just don't miss the bus for work while 
you're AWAY. 

*Drop bys: You'll hear the doorbell ringing all day; 
that's the sound of other Sims popping by to say hello. 
They'll wait for a while before giving up, so greet them 

AT THE FIRST OPPORTUNITY. ONCE IN YOUR HOME, THEY'LL STAY 
UNTIL YOU ASK THEM TO LEAVE, OR UNTIL A MOTIVE OR THE 
HOUR FORCES THEM TO, SO MAKE USE OF YOUR TIME TOGETHER. 


Jealousy rears its ugly head if two Sims are in love with your 
Sim. Try not to flaunt it. 


Working this precarious interpersonal maze takes some 

DISCRETION. If your BELOVED IS IN THE ROOM AND YOU PERFORM A 
ROMANTIC INTERACTION (KISSING, FLIRTING, HUGGING, ETC.) WITH 

ANOTHER Sim, your existing love interest will slap the rival, 

TRASHING BOTH OF THEIR SOCIAL MOTIVES AND RESPECTIVE 
RELATIONSHIP SCORES. 


Making enough friends to reach the lofty heights of a career 
isn't easy. What makes it a true challenge, however, is keeping 

UP WITH ALL THOSE FRIENDS AND ENSURING THAT YOUR RELATIONSHIPS 
STAY STRONG AND ALIVE. 


PHIMAeAMiSXOM 







i PTOPOQAtQ OMtY APPLY TO QMQ UiHO 

/ / - DOM’T ALT^LADY UVL \M YOUT^ WOm. IWUQ. 

^ \P YOU PALL \M LOVP UilTH AM QC\eT\MO T^OOMMATL, 
YOU UlOM’T PVPT^ OPT THP OPPOT^TUMITY TO ACTUALLY 
PT^OPOQP; YOU AT^P PPPPCTWPLY ALT^PADY mm\W. 
TMPl^PPOT^P, YOU CAM HAVP K\DQ UilTHOUT OOIMO 
TMT^OUOH THP QUICK QM MAT^^IAOP CP^PMIOMY THIMK 
OP \T A9 COMMOM LAUi MAT^T^IAOP, QM QTYLP. 


In Free Play mode, you can add a roommate by either proposing 

MARRIAGE OR INVITING SOMEONE TO MOVE IN. 


Visitor Sehsvhr 


Hospitality means tending to your visitors' needs. This is 

IMPORTANT SINCE VISITORS ALWAYS ARRIVE WITH THEIR NEEDS 
FAIRLY LOW. 

Well-cared-for visitors 

WILL STAY FOR A LONG TIME j Will J i 

(until 1:00 am), PROVIDING L- 

AMPLE OPPORTUNITY FOR 
SOCIALIZING. Offer THEM NO I 

WAY TO REFUEL THEIR MOTIVES, 


The proposal interaction appears once two Sims of opposite 

GENDER ACHIEVE LOVE ON BOTH SIDES AND ONLY IF YOUR SiM IS AT HIS 
OR HER HOME. A PROPOSAL WILL BE ACCEPTED IF: 


AND they'll leave ABRUPTLY. 


*The other Sim is in love with your Sim 
*The other Sim's mood is above 35 

^HERE IS SPACE IN YOUR HOUSEHOLD (LESS THAN FOUR SiMS) 


Since only members of a 

HOUSEHOLD MAY USE CERTAIN 
OBJECTS (cooking APPLI- 
ANCES, BEDS, ETC.), it's UP 
TO YOU TO PROVIDE OBJECTS 
AND COURTESIES THAT ALLOW 
YOUR VISITORS TO FEED 
THEIR MOTIVES. 


Keep the food coming and meet 

ALL THEIR NEEDS, AND GUESTS 
WILL STAY TO THE WEE HOURS. 


They get married on the spot, and there's a new Sim living 

IN YOUR HOUSE. LET FAMILY LIFE BEGIN. 

Move in invitations work similarly but can be made to 

EITHER GENDER. IF YOUR SiM IS AT HOME, YOU CAN INVITE ANOTHER 

Sim to move in if the relationship is above 60. The other Sim 

WILL ACCEPT IF: 


*Hunger: Serve a meal with multiple portions. It costs 

MORE, BUT THIS WILL MAKE SIX PLATES OF FOOD, MORE THAN 
ENOUGH FOR A SMALL GATHERING OF HUNGRY SiMS. 

^Energy: Equip your house with objects that supply 
Energy without sleep. The best bet is a coffee machine, 

BUT THERE ARE OTHER MORE EXOTIC POSSIBILITIES. 

♦Comfort: Provide lots of comfy places to sit. 

♦Hygiene: Your GUESTS' Hygiene needs can be met with 
Sinks for hand washing. Alternatively, your guests will 
FOLLOW you into THE HOTTUB IF YOU GO IN FIRST TO SET 
THE MOOD. 

♦Social: You provide this by interacting with your guests. 
Guests can also satisfy their Social motive by joining a 
Group Talk object interaction, such as the TV, Air Hockey 
Table, or the Hot Tub. 

♦Bladder: Make sure the Toilets are easily accessible in 

ROOMY BATHROOMS. MORE THAN ONE BATHROOM CAN'T HURT. 

♦Fun: Furnish your house with Fun activities. Even better, 

MAKE THEM GROUP ACTIVITIES SO YOU CAN SOCIALIZE WITH 
YOUR GUESTS WHILE YOU BOTH FUEL FUN. VISITORS WILL USE 
MANY OBJECTS ON THEIR OWN INITIATIVE BUT MUST BE INVITED 
BY A FAMILY MEMBER TO GET INTO JOINABLE ACTIVITIES. 

♦Room: Keep messes to a minimum and decorate your 

HOME WITH STRONG ROOM SCORE-ENHANCING OBJECTS. MAKE 
SURE YOU HAVE PLENTY OF OBJECTS D'ARTE, AND KEEP THOSE 
TRASH CANS PLENTIFUL AND ACCESSIBLE. 


♦The other Sim's relationship score toward your Sim is 
ALSO ABOVE 60 

♦The other Sim's mood is above 35 

♦There is space in your household (less than four Sims) 


SMkf Memthn 


Social interaction is a 

GAME ALL TO ITSELF WITH 


COMPLEX RULES AND SUBTLE 
NUANCES. Fortunately, you 
CAN SUCCEED WITH JUST A BIT 
OF INFORMATION AND SOME 


COMMON SENSE. 


I ibkk ir mi I II I b I I II i«9 - , 

GOING WELL. If AN .NTERAC- ^ GOING WELL- VERY WELL. 

TION ADDS TO RELATIONSHIP 'NDEED. 

SCORE, GREEN PLUS SIGNS 

APPEAR ON EACH SiM WHO BENEFITS (tWO PLUS SIGNS IF THERE'S A 

BIG effect). On the other hand, if things don't go well, red 

MINUS SIGNS APPEAR. 

Sims' body language and speech are also ways to divine how 

THINGS ARE GOING. SiMS USUALLY MAKE NO BONES ABOUT IT WHEN 
they're displeased or thrilled or APATHETIC; YOU SEE IT IN THEIR 
GESTURES. You WILL ALSO COME TO UNDERSTAND THE GIBBERISH 

CALLED "Sim Speak"-the intonation provides a big clue how a 
Sim feels. 


uiOM'T lum om thu tv 9y 

THTMQTtVTQ. DO IT THTM 
THPY 90 YOU UiOM’T MPPD TO 

Dl^PAK 9TT^\DP Ol^PPTlMO 0UP9T9. 


C00¥ersat/00 


The most reliable interaction is talking. It isn't the most lucra- 
tive IN TERMS OF FAST RELATIONSHIP GROWTH, BUT IT RARELY DOES 
DAMAGE AND IT'S EFFICIENT AT DOING THE JOB. FEEL FREE TO TALK 







EXCLUSIVELY WITH A NEW SiM UNTIL YOU'VE SET THE RELATIONSHIP'S 
FOUNDATION. 

How TALKING WORKS IS A BIT OUT OF YOUR CONTROL. WHEN YOU 
CREATE Sims, they're assigned a random set of interests, things 
THEY LIKE TO TALK ABOUT TO VARYING DEGREES. THERE'S NOWAY FOR 
YOU TO VIEW THESE EXCEPT TO WATCH THEM IN CONVERSATION AND 
DEDUCE WHAT THEY LIKE TO TALK ABOUT. 

Other Sims have their own sets of interests too. When Sims 

TALK, THEY TAKE TURNS TALKING ABOUT SUBJECTS THAT INTEREST THEM. 

If the other Sim is into the same thing, the talk will generate 

POSITIVE RELATIONSHIP AND SOCIAL MOTIVE SCORES. IF THE OTHER SiM 
IS NEUTRAL ON THE TOPIC, THERE'LL BE NO EFFECT. TOTAL DISINTEREST 
IN A TOPIC RESULTS IN A SMALL NEGATIVE EFFECT. 



K\DQ mw QP^ClAt Tonce OF COM- 


/ ^ - VFPQATIOM THAT THFY U9F U1\TM FACH 
OTHFP AMD ADUtTQ. 




Since this is completely out of your control, there isn't 

MUCH YOU CAN DO STRATEGICALLY TO MAKE TALKING MORE EFFECTIVE. 
You CAN, HOWEVER, OBSERVE CONVERSATION AND DISCOVER FROM HOW 
WELL A CONVERSATION GOES WHETHER YOUR SiM HAS THINGS IN COM- 
MON WITH ANOTHER SiM. IF NOT, FORGET TALKING AND USE OTHER 
INTERACTIONS TO BUILD THE RELATIONSHIP. IF SO, TALK LIBERALLY. 


Gmip Talk 


With certain Group objects (TVs, Hot Tubs, etc.) and meals, 
Sims converse in a group. In group discussion, there are 

FEW NEGATIVE EFFECTS, SO YOU CAN'T DO MUCH DAMAGE IF THINGS 
GO WRONG. 


\F YOU'PF HAVIMO TO0U9U MAKIMO 
FPIFMDQ UilTH \MC0MPAT\9tF QMQ. OFT 
THFM \MTO THF HOT TUP OP APOUMD 
THF DIMMFP TAPFF FOP QOMF OPOUP 
TALK. YOU CAM 9FF UIHAT THF\P \MTFPFQTQ APF AMD 
PUIFD THF PFFAT\OMQH\P WITHOUT AMY FAPOFLY MFOA- 
TWF COMQFOUFMCFQ. 





MOOT \MTFPACT\OMQ APF UMtOCKFD 
PY FVFMTQ \M PUQT OUT MODF AMD UiOM’T 
APPFAP FOP YOUP UQF UMT\t YOU F\MD THFM. 
COMQUFT THF UQT FATFP \M TH\Q QFCTIOM FOP DFTAltQ. 


Whether interactions appear on your menu and how they're 

RECEIVED DEPEND ON SEVERAL FACTORS. 

*Mood (M): a Sim's current overall mood. 

*Gender (G): "Propose" is only available when the other 
Sim is of the opposite sex. 

^Relationship Score (Rel): Many triggers and outcomes 

DEPEND ON THE RELATIONSHIP SCORE HELD BY EACH PARTICI 

PANT. Triggers tend to look to the initiator's 


RELATIONSHIP SCORE WHILE REACTIONS TEND TO CHECK THE 

recipient's score. Where this isn't the case, we'll note it. 
*Outgoing/Shy (Out): How high or low the Sim's 
Outgoing/Shy SCORE is. 

*Playful/Serious (Play): How high or low the Sim's 
Playful/Serious score is. 

*Nice/Grouchy (Nice): How high or low the Sim's 
Nice/Grouchy SCORE is. 

*Neat/Sloppy (Neat): How high or low the Sim's 
Neat/Sloppy SCORE is. 

*Active/Lazy (Active): How high or low the Sim's 
Active/Lazy SCORE is. 

*Friend (F): Whether a Sim's relationship score toward 
THE other Sim is above 50. 

*Love (L): Whether a Sim is in love with the other Sim. 

*Age (Age): Whether the Sim is an adult or child. Many 

INTERACTIONS ARE LIMITED TO ADULTS ONLY, ADULT TO KID, AND 
KID TO KID (see FOLLOWING TABLE). 

^Social (Soc): ASim's current level of Social motive. 
*Hygiene (Hyg): ASim's current level of Hygiene motive. 
*Energy (Eng): ASim's current level of Energy motive. 
*Fun (Fun): ASim's current level of Fun motive. 

’Visitor (V): Whether the other Sim is a visitor or 

FAMILY MEMBER. 

*M0NEY (§): How MUCH MONEY THE SiM HAS AVAILABLE. 


KitUntefacthns 


Interaction 


Call Over 


Cheer Up 


Give Horsie Ride 


J oke 

Play Monsters 

Play Tag 

Pull My Finger 
Say Goodbye 
Scare 


Tickle Crazy 


Kid Availability 
(K=Kid, A=Adult) 


K-K 

K-K, A-K, K-A 


K-K, A-K, K-A 


K-K, A-K, K-A 


K-K, A-K, K-A 


K-K, A-K, K-A 


A-K 


K-K, A-K, K-A 


K-K , ^,IOA 

K-K , ^,IOA 

K-K 

K-K 

A-K, K-K 

A-K, K-K 

K-K , ^,IOA 

K-K , ^,IOA 

K-K, A-K, K-A 

K-K, A-K, K-A 
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Nctors Affecting intereetien AetiMnAilitg end Outenme 


Interaction 

Appearance on Menu 

Outcome 

Brag About Muscles 

Rel, Mood, Out, Active 

Mood, Active, Out 

Air Kiss 

Rel, Mood, Nice, Play 

Play, Mood, Out, Rel 

Apologize 

Rel 

Mood 

Slap 

Age, Nice, Mood, Rel 

Nice, Mood 

Attack 

Age, Nice, Mood, Rel 

Body 

Barnyard Taunt 

Out, Mood, Play, Rel 

Nice, Out, Play, Rel, Mood 

Bear Hug 

Mood, Out, Rel, Mood 

Eng, Mood, Rel, Nice 

Booty Spank 

Out, Mood, Play, Rel 

Out, Mood, Play, Rel 

Booty Tease 

Out, Mood, Play, Rel 

Out, Play, Mood, Rel 

Brag 

Nice, Out, Soc, Rel 

Rel, Mood 

Brag About Money 

Nice, Neat, Mood, Rel 

Nice, Neat, Mood, Rel 

Show Off Muscles 

Out, Rel, Active 

Out, Active, Mood, Rel 

Break Dance 

Play, Active, Rel, Mood 

Play, Mood, Rel 

Burp IN Face 

Nice, Out, Fun, Rel, Mood 

Out, Nice, Rel, Mood 

Cheer Up 

F, Mood (of Recipient), Nice 

Rel 

Compliment 

Age, Nice, Out, Mood, Rel 

Relationship, Mood 

Coo Coo! 

Nice, Neat, Mood, Rel 

Play, Out, Nice, Mood, Rel 

Dance 

Age, Mood, Out, Rel 

Rel, Out, Mood 

Dance Dirty 

Rel, Mood, Eng, Out, Neat 

Rel, Mood, Hyg (Initiator), Eng, Out, Neat 

Do Magic Trick 

Rel, Mood, Out, Play 

Play, Mood, Rel 

Entertain 

Soc, Out, Play, Mood, Rel 

Play, Rel 

Joke 

Play, Mood, Rel 

Play, Mood, Rel 

Fake Out 

Play, Nice, Rel, Mood 

Play, Neat, Rel, Mood 

Feather Tickle 

Play, Neat, Mood, Rel 

Play, Out, Neat, Mood, Rel 

Flip 

Mood, Rel, Active, Play 

Mood, Rel, Active, Play 

Flirt 

Age, Soc, Out, Mood, Rel, L 

Rel, Mood 

Force to Slap Self 

Play, Nice, Rel, Mood 

Play, Mood, Out, Rel 

French Kiss 

Out, Mood, Rel, Fun 

Play, Mood, Out, Rel 

Give Back Rub 

Age, Nice, Mood, Rel, Out 

Rel, Out 

Give Gift 

V, §, N, Mood, Rel 

Rel, Mood 

Give Horsie Ride 

Rel, Mood, Age 

Rel, Mood 

Give Money 

§, Mood, Rel 

Out, Nice, Rel, Mood 

Give Nuggie 

Play, Nice, Rel, Mood 

Play, Nice, Mood, Rel 

Hug 

Age, Out, Mod, Rel 

Rel, Out, Mood 

Hypnotize 

Play, Out, Mood, Rel 

Mood, Rel, Out, Nice, Play 

Imitate 

Play, Nice, Rel, Mood 

Play, Nice, Mood, Rel 

Insult 

Nice, Mood, Rel 

Nice 

Karate Chop 

Active, Play, Rel, Mood 

Active, Play, Mood, Rel 

Kiss Hand 

Out, Neat, Rel, Mood 

Out, Neat, Rel, Mood 

Kiss 

Mood, Rel, Age 

Rel, Mood 

Kiss Romantically 

Out, Neat, Rel, Mood 

Out, Active, Mood, Rel 

Moon Walk 

Active, Play, Rel, Mood 

Play, Mood, Rel 

Nag About Friends 

Nice, Rel, Mood 

Out, Nice, Rel, Mood 

Nag About House 

Nice, Neat, Mood, Rel 

Mood, Nice, Rel, Neat 

Play Monsters 

Age, Mood, Rel 

Age, Mood, Rel 

Play Tag 

Age 

Always accepted 

Proposition-Get Married 

G, At Home, L, Mood, Rel, V 

L, Mood, Rel 

Proposition-Movie in With 

At Home, Rel, V 

L, Mood, Rel 

Pull My Finger 

Play, Mood, Rel 

Out, Nice, Play, Rel, Mood 

Serenade 

Creative, Mood, Out, Rel 

Out, Mood, Rel 

Sissy Fight 

Mood, Rel, Nice, Out 

Out, Mood, Nice, Rel 

Slow Dance 

Rel, Mood, Eng, Out, Nice 

Rel, Mood, Hyg (Initiator), Eng, Out, Nice 

Smooth Talk 

Play, Nice, Rel, Mood 

Play, Nice, Mood, Rel 

Snap Out of It! 

Mood (of Recipient), Rel, Nice, Play 

Mood, Rel, Out, Active 

Talk 

Mood, Rel 

Out, Topics 

Scare 

Nice, Mood, Play, Rel 

Play, Mood 

Tease 

Nice, Mood, Rel 

Rel, Mood 

Tell Dirty Joke 

Neat, Play, Rel, Mood 

Rel, Mood, Neat, Nice, Play 

Tell Lies 

Active, Rel, Neat 

Always accepted 

Tell Secrets 

Out, Neat, Rel, Mood 

Out, Play, Mood, Rel 

Tell Story 

Play, Out, Mood, Rel 

50% Chance modified by Interest numbers 







Interaction 


Appearance on Menu 


Outcome 


Tickle 

Soc, Out, Play, Active, Mood, Rel 

Rel, Play H 

Tickle Crazy! 

Age, Rel, Mood 

Rel, Mood R 

Towel Snap 

Play, Mood, Rel, Active 

Play, Mood, Rel, Active R 

Use "Sign Language" 

Nice, Neat, Mood, Rel 

Nice, Neat, Mood 

Whine and Complain 

Nice, Neat, Mood, Rel 

Nice, Neat, Mood, Rel raw 

Wolf Whistle 

Out, Neat, Rel, Mood 

Mood, Rel, Nice, Out, Neat 


Qnhekabte Memthns 


A 


Air Kiss 

Barnyard Taunt 

Bear Hug 

Booty Spank 

Booty Tease 


Brag About Money 


Coo Coo! 

Dance Dirty 

Do Magic Trick 

Fake Out 

Feather Tickle 

Flip 

Force to Slap Self 
French Kiss 


Imitate 

Karate Chop 

Kiss Hand 

Kiss Romantically 

Moon Walk 

Nag About Friends 
Nag About House 
Pull My Finger 


Studio 8 
Pixel Acres 


Club Rubb 


Goth Manor 


The Octagon 
Casa Caliente 


Casa Caliente 
Club Rubb 

Dudley's Trailer 
Dudley's Trailer 



Interaction 

House 

Befriend Sim (Rel > 50) 

Admire Body 

Club Rubb 

- 


MaxToane 

Paisley Rainbow 


Mimi Landgrabb 


Brag About Muscles 

Toane's Gym 

- 

Break Dance 

- 

Bing Bling 

Burp IN Face 

- 

Dudley Landgrabb 


Vaughn Braun 
Mona Lott 

Artie Fischl 
Ying Yangst 


Randy Hart 



Give Money 

Mimi's House 

- 

Give Nuggie 

- 

Goldie Toane 

Gossip 

Mimi's House 

- 

Hypnotize 

Shiny Things Labs 

- 


Humphrey Hawks 
Maxine Powers 
Mortimer Goth 


Bella Goth 




Serenade 

Dudley's Trailer 

- 

Sissy Fight 

Studio 8 

- 

Slow Dance 

Club Rubb 

- 

Smooth Talk 

- 

Fanny Adore 

Snap Out Of It! 

- 

General Payne 

Tell Dirty Joke 

Club Rubb 

- 

Tell Lies 

- 

Charity Grant 

Tell Secrets 

- 

Chase Skurtz 

Tell Story 

Goth Manor 

- 

Towel Snap 

Toane's Gym 

- 

Use "Sign Language" 

Mimi's House 

- 

Whine and Complain 

- 

Mikino Nada 

Wolf Whistle 

Club Rubb 

- 
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SacM Interecthm Outcomes 

Most social interactions have some effect on relationship 
SCORE and/or Social motive. Knowing which to use and when is 

IMPORTANT, BUT SO IS KNOWING 
WHAT'S AT STAKE IF YOU DO. 

For example, a passionate 

KISS HAS THE POTENTIAL TO 
IMPROVE A RELATIONSHIP BY 
12 POINTS IF it's accepted 
BUT CAN COST YOU -15 IF 
you've misread your 

RECIPIENT AND GET REJECTED. 



It'S TOO SOON FOR A BACKRUB, 
YOU fool! 


The outcomes of every interaction are listed in the 

FOLLOWING TABLE. THESE NUMBERS INCLUDE EFFECTS ON THE 
RELATIONSHIP SCORE AND SOCIAL MOTIVE FOR BOTH THE INITIATOR 
AND THE RECIPIENT. THEY CAN VARY WIDELY. 

Many interactions have more than two possible reactions. 

A JOKE, FOR EXAMPLE, CAN GET A UPROARIOUS LAUGH, A TEPID GIGGLE, 
ORAN OUTRIGHT BOO. 



SifcM interaethn Outcomes 


Interaction/Reaction 

Initiator 

Relationship 

Initiator 

Social 

Recipient 

Relationship 

Recipient 

Social 

Admire Body/Accept 

5 

10 

5 

10 

Admire Body/Reject 

-8 

-10 

-10 

0 

Air Kiss /Accept 

5 

5 

5 

5 

Air Kiss/Reject 

-5 

2 

-5 

-3 

Apologize/Accept 

10 

15 

10 

15 

Apologize/Reject 

-10 

0 

-10 

0 

Attack/Win Fight 

-5 

10 

-10 

-20 

Attack/Lose Fight 

-10 

-20 

-5 

10 

Barnyard Taunt/Accept 

5 

10 

5 

8 

Barnyard Taunt/Reject 

-5 

2 

-10 

0 

Bear Hug /Accept 

9 

10 

8 

10 

Bear Hug/Reject 

-15 

2 

-10 

0 

Booty Spank/Accept 

12 

12 

12 

12 

Booty Spank/Reject 

-12 

-3 

-12 

-3 

Booty Tease/Accept 

10 

10 

12 

8 

Booty Tease/ Reject 

-10 

2 

-12 

-12 

Brag/Accept 

5 

13 

5 

7 

Brag/Reject 

-5 

0 

-5 

0 

Brag About Money/Reject 

7 

10 

5 

5 

Brag About Money/Reject 

-7 

2 

-7 

0 

Brag About Muscles/Reject 

7 

12 

5 

8 

Brag About Muscles/Reject 

-5 

2 

-5 

0 

Break Dance/Accept 

7 

9 

7 

9 

Break Dance/Reject 

-7 

2 

-7 

0 

Burp in Face/Accept 

-6 

5 

-10 

-10 

Burp in Face/Reject 

-8 

2 

-12 

5 

Call Over/Accept 

N/A 

N/A 

N/A 

N/A 

Call Over/Reject 

N/A 

N/A 

N/A 

N/A 

Cheer Up/Accept 

5 

7 

10 

10 

Cheer Up/Neutral 

0 

5 

0 

5 

Cheer Up/Reject 

-3 

0 

-10 

0 

Compliment/Accept 

5 

5 

5 

11 

Compliment/Reject 

-10 

0 

-7 

0 

Coo Coo! /Accept 

3 

3 

-8 

0 

Coo Coo!/Reject 

-3 

2 

5 

5 






jlU-j 


Interaction/Reaction 

Initiator 

Relationship 

Initiator 

Social 

Recipient 

Relationship 

Recipient 

Social 

Dance /Accept 

8 

13 

10 

13 

Dance/Reject 

-5 

0 

-5 

0 

Dance Dirty /Accept 

8 

15 

8 

15 

Dance Dirty/Reject 

-10 

2 

-7 

0 

Do Magic Trick/Accept 

4 

10 

4 

12 

Do Magic Trick/Reject 

-10 

2 

-7 

0 

Entertain /Accept 

4 

7 

8 

13 

Entertain/Reject 

-15 

0 

-7 

0 

Fake Out/Accept 

7 

10 

7 

8 


Fake Out/Reject 


Feather Tickle/Accept 


Feather Tickle/Reject 


Flip/Accept 


Flip/Reject 


Flirt/ Accept 


Flirt/Reject 


Force to Slap Self/Accept 


Force to Slap Self/ Reject 


French Kiss/Accept 


French Kiss/Reject 


Give Back Rub/Accept 


Give Back Rub/Reject 


Give Gift/Accept 
Give Gift/Reject 




Give Money/Accept 


Give Money/Reject 
Give Nuggie/Accept 
Give Nuggie/Reject 


Gossip/Accept 


Gossip/Reject 

Greet 

Hug/Accept 


Hug/Neutral 
Hug/Reject 
Hypnotize/Accept 
Hypnotize/Reject 
Imitate /Accept 


Imitate /Reject 


Insult/Cry 


Insult/Neutral 


Insult/Angry 


Joke/Laugh 


Joke/Giggle 

Joke/Neutral 


Karate Chop/Accept 


Karate Chop/Reject 


Kiss Hand/Accept 


Kiss Hand/Reject 





Kiss Romantically /Accept 

5 

10 

5 

8 

Kiss Romantically/Reject 

-5 

3 

-10 

-3 

Kiss, Friendly/Accept 

5 

10 

5 

10 

Kiss, Friendly/Reject 

-15 

5 

-10 

0 

Kiss, Passionate/Accept 

12 

20 

12 

20 

Kiss, Passionate /Reject 

-15 

-5 

-10 

0 

Moon Walk/Accept 

3 

7 

4 

10 

Moon Walk/Reject 

-7 

-5 

-7 

2 i 
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1 NTE RACTI 0 N / R EACTI 0 N 

Initiator 

Initiator 

Recipient 

Recipient 


Relationship 

Social 

Relationship 

Social 

Nag about Friends/Accept 

3 

4 

3 

4 

Nag about Friends/Reject 

-4 

2 

-8 

-5 

Nag about House/Accept 

3 

4 

3 

4 

Nag about House/Reject 

-4 

2 

-8 

-5 

Play Monsters /Accept 

5 

6 

5 

6 

Play Monsters/Reject 

-5 

0 

-5 

0 

Pull My Finger/Accept 

3 

7 

4 

10 

Pull My Finger/Reject 

-10 

2 

-7 

0 

Say Goodbye 

N/A 

N/A 

N/A 

N/A 

Scare/Laugh 

5 

10 

5 

8 

Scare /Angry 

-5 

0 

-10 

0 

Serenade/Accept 

5 

10 

5 

10 

Serenade/Reject 

-7 

0 

-10 

0 

Sissy Fight/Accept 

3 

5 

-3 

0 

Sissy Fight/Reject 

-5 

2 

-10 

-5 

Slap/Cry 

0 

3 

-20 

-17 

Slap/Slap Back 

-10 

-7 

-15 

7 

Slow Dance/Accept 

8 

15 

8 

15 

Slow Dance/Reject 

-10 

2 

-7 

0 

Smooth Talk/Accept 

8 

8 

8 

8 

Smooth Talk/Reject 

-8 

2 

-8 

0 

Snap Out of It!/Accept 

5 

10 

10 

15 

Snap Out of It!/Reject 

-2 

2 

-10 

0 

Talk/High Interest 

3 

5 

3 

5 

Talk/Like Topic 

3 

5 

3 

5 

Talk/Dislike Topic 

-3 

3 

-3 

3 

Talk/ Hate Topic 

-3 

3 

-3 

3 

Talk/Group 

1 

8 

1 

8 

Tease/Giggle 

5 

7 

5 

7 

Tease/Cry 

-4 

0 

-13 

-7 

Tell Dirty Joke/Accept 

7 

8 

7 

8 

Tell Dirty Joke/Reject 

-5 

2 

-10 

0 

Tell Lies/Accept 

3 

5 

3 

5 

Tell Lies/Reject 

-3 

0 

-3 

-3 

Tell Secrets /Accept 

4 

5 

4 

5 

Tell Secrets/Reject 

-4 

2 

-6 

0 

Tell Story /Accept 

3 

3 

3 

3 

Tell Story/Reject 

0 

2 

0 

0 

Tickle/Accept 

5 

13 

8 

13 

Tickle/Reject 

-5 

0 

-8 

0 

Tickle Crazy/Accept 

8 

8 

8 

8 

Tickle Crazy/Reject 

-5 

2 

-10 

-3 

Towel Snap/Accept 

5 

10 

-5 

3 

Towel Snap/Reject 

-5 

3 

-10 

-3 

Trade Unlocks 

N/A 

1 

N/A 

1 

Use "Sign Language "/Accept 

-8 

3 

-8 

-3 

Use "Sign Language"/Reject 

-3 

3 

-3 

3 

Whine and Complain/Accept 

10 

10 

5 

5 

Whine and Complain/Reject 

-8 

2 

-8 

0 

Wolf Whistle /Accept 

5 

10 

5 

10 

Wolf Whistle/Reject 

None 

None 

None 

None 


S2 





“ HOUi \Q A CT^YIMO 9A9Y UKU A TV? \T 
/ / ^ UiAKTQ UP ADUtTQ \M THT QAMT T^OOM (9UT 
/ MOT OTHTT^ K\DQ). PUT TH9 PAPY \M A l^OOM MTKT 
DOOl^ QO YOU OMLY HAVT TO T^OUQT OMT QM POT^ 
OVT^MIOMT PKDIMOQ. 


Hunger IS SATISFIED BY 
feeding (every four 
hours), AND Energy IS 

“ REPLENISHED BY PUTTING 

I ^ THE BABY TO BED OR (tO A 

i ^ LESSER extent) SINGING 

" TO OR PLAYING WITH IT. 

J BABIES NEED TO REST 

Feeding the baby satisfies 

ITS Hunger motive while sleep- hours 

ING AND PLAYING REPLENISH TO WAKE FULLY REFRESHED. 

ITS Energy. If the baby is at O Energy 

(crying loudly), singing 

WILL PUT IT TO SLEEP WHILE PLAYING WILL HAVE NO EFFECT. 


Well, perhaps "hazards" is too strong a word, but it is one of 

THE POSSIBLE GOALS (iF YOU'RE BENT IN THAT DIRECTION). TO BE A 
GOOD PARENT, YOU MUST KNOW WHAT'S EXPECTED OF YOU. 

There are three ways to get a child. 


*L0VIN':THE PASSIONATE KISS IS NOTHING BUT TROUBLE. 

Every time two members of the same household 

KISS PASSIONATELY, THERE'S A ONE-IN-FIVE CHANCE THAT 
you'll be offered the OPPORTUNITY TO PROCREATE. It'S 
your choice to ACCEPT IT OR NOT. 

^Adoption: If a house contains two Sims in love, 
there's A RANDOM CHANCE OF GETTING A PHONE CALL 
INVITING YOU TO ADOPT A BABY. YOU MAY ACCEPT 
OR REJECT. 

*The Love Bed: If two consenting Sim adults share a 
Vibromatic Heart Bed and use the "Play in Bed" 
interaction, there's a one-in-eight chance of being 
offered a CHILD. You MAY ACCEPT OR DECLINE. 


If A baby's Hunger motive is at 0 for more than 60 Sim minutes, 
A Social Worker arrives at the door and takes the child. She 

WILL NOT BE DISSUADED. 


If all this seems like a lot of responsibility, relax; it only 

LASTS THREE DAYS. AFTER THAT, THE BABY BECOMES A FULL-FLEDGED 
KID WHOM YOU CAN CONTROL LIKE ANY OTHER SiM. KiDS CAN ONLY BE 
TAKEN AWAY IF THEIR SCHOOL GRADES ARE BAD, SO READ UP ON EDU- 
CATION IN THE "Skills and Careers" section. 

When the baby becomes a kid, his or her personality and 

INTERESTS ARE FLESHED OUT BASED ON ONE OR AN AVERAGE OF BOTH 
PARENTS' VALUES. They ALSO HAVE RANDOMLY ASSIGNED (bUT 

unchangeable) skills that dictate how well they paint or play 

PIANO OR BASKETBALL. 


Instant offspring, add smooches and stir. 


Once you choose to head down this road, the bassinet 

INSTANTLY APPEARS WHERE THE DECISION WAS MADE (iT CAN ONLY BE 
MOVED IN Buy mode). The baby within is of random gender and 

HAS A PERSONALITY BASED ON ITS PARENTS (EVEN IF IT'S ADOPTED). 

A BABY isn't quite A SiM ITSELF YET; IT'S MORE OF A SPECIAL 
OBJECT WITH THREE INTERACTIONS: "FEED," "SiNG TO," AND "PLAY 

With." You must direct your Sims to do the first two but not 

THE LAST (even VISITORS WILL PLAY WITH THE BABY FOR FUN). 

Babies have only two motives (though you can't see their 
levels): Hunger and Energy. As each deplete, they begin to cry. 
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— F0T^M0T^aUIVltC)CWV9taQ0C»At\IVlTOAC- 
TIOIVIQ, m ’m:\IVlG TOIUIVIDQ AIVID 
IMPtU^MCVMO QIMQ” QPCTOM 


t ow Sims ano nciCMBOns 


In the The Sims Bustin' Oi/r, a stranger is just a friend you haven't met. The world is full of Sims ready to be 

YOUR FRIEND OR ROOMMATE. THERE ARE ALSO SiMS WHO LIVE TO SERVE, TO MAKE YOUR LIFE BETTER OR PUNISH YOU WHEN YOU 
GO ASTRAY. 

The key to befriending Sim NPCs is to know their personalities. Know these numbers and you'll know in 

ADVANCE WHICH INTERACTIONS WILL LIKELY WORK AND WHICH WON'T. DO A LITTLE HOMEWORK ON AN NPC BEFORE YOU INTERACT 
AND you'll know HOW TO BEFRIEND HIM OR HER IN RECORD TIME. 

There are three kinds of NPCs: Roommate, Free Play, and Service. 


Rommufe HRCs 


Roommate NPCs are the ones you encounter as roommates and 
VISITORS IN Bust Out mode. They have fully developed personal- 
ities, SKILLS, HOMES, AND SIGNATURE SOCIAL MOVES (THAT YOU CAN 
LEARN BY BEFRIENDING THEM). 

Meeting a Sim for the first time unlocks some item of that 
Sim's attire in Create-A-Sim mode. You can incorporate these 

UNLOCKED ELEMENTS EACH TIME YOU LOAD A SAVED GAME. 

Additionally, each NPC has a signature social interaction 

THAT IS INITIALLY UNAVAILABLE TO YOU. TO UNLOCK IT, YOU MUST ELE- 
VATE YOUR RELATIONSHIP WITH THAT SiM TO 50 OR ABOVE. ONCE YOU 
UNLOCK THESE SOCIAL INTERACTIONS, THEY ARE ALSO AVAILABLE FOR 
OTHER Sims to use. 


Home: Club Rubb 


*Body: 2 
*Charisma: 4 
*COOKING: 3 
*Creative: 2 
*Logic: 0 
*Mechanical: 0 


*Neat: 0 
*OUTGOING: 7 
*Active: 7 
*Playful: 6 
*Nice: 5 




*Break Dance 


Charity Craat 


Home: Studio 8 


Artie Fiseht 

Home: Studio 8 

PefsoiHitit)f Skitts 

*Neat: 10 *Body: 1 

*OUTGOING: 5 *Charisma: 1 

*Active: 0 *C00KING: 5 

*Playful: 5 *Creative: 1 

*Nice:5 *Logic:0 

*Mechanical: 0 


*Body: 1 
*Charisma: 1 
*COOKING: 5 
*Creative: 5 
*Logic: 0 
*Mechanical: 0 


*Neat: 0 
*OUTGOING: 0 
*Active: 0 
*Playful: 10 
*Nice: 10 


Signature Snciui 
interuetinn 


Chase Shartz 


Home: Pixel Acres 


Home: Goth Manor 


*Body: 2 
*Charisma: 4 
*COOKING: 8 
*Creative: 2 
*Logic: 0 
*Mechanical: 2 


*Neat: 0 
*OUTGOING: 10 
*Active: 0 
*Playful: 10 
*Nice: 5 


*Body: 2 
*Charisma: 3 
*CooKiNG: 3 
*Creative: 7 
*Logic: 0 
^Mechanical: 0 


*Neat: 7 
*OUTGOING: 3 
*Active: 5 
*Playful: 3 
*Nice: 7 


Signature Sadat 
interaettan 


Signature Sadat 
Interaettan 

*Nag about Friends 






Ovdhy Umdynbb 


Humphrey Huwks 


Home: Dudley's Trailer 


Home: Tinsel Bluffs 


*Body: 0 
*Charisma: 0 
*COOKING: 10 
*Creative: 0 
*Logic: 0 
*Mechanical: 0 


*Body: 3 
*Charisma: 7 
*COOKING: 3 
*Creative: 2 
*Logic: 0 
*Mechanical: 0 


*Neat: 0 
*0UTGOING: 10 
*Active: 5 
*Playful: 10 
*Nice: 0 


*Neat: 0 
*OUTGOING: 5 
*Active: 3 
*Playful: 10 
*Nice: 0 


Si^Mture $0eM 
intmcthn 

*lMITATE 


Muleelm laudyrabb 


funnie Adore 


Home: Tinsel Bluffs 


Home: Malcolm's Mansion 

Skiits 

*Neat: 7 *Body: 3 

*OUTGOING: 10 *Charisma: 2 

*Active: 0 *COOKING:0 

*Playful: 0 *Creative: 8 

*Nice: 0 *Logic: 0 

*Mechanical: 5 

SigHHtUM SoM 
htemtht! 


*Body: 3 
*Charisma: 7 
*COOKING: 3 
*Creative: 2 
*Logic: 0 
*Mechanical: 0 


*Neat: 10 
*0UTGOING: 0 
*Active: 0 
*Playful: 0 
*Nice: 0 


*Smooth Talk 


Cenerat Peyne 

Home: The Octagon 

Pers0HH//ty Skitts 


Mikine Hude 


rermtlUf Skills 


*Body: 5 
*Charisma: 2 
*COOKING: 3 
*Creative: 0 
*Logic: 8 
*Mechanical: 4 


*Body: 0 
*Charisma: 1 
*COOKING: 3 
*Creative: 2 
*Logic: 4 
^Mechanical: 2 


*Neat: 10 
*0UTGOING: 10 
*Active: 0 
*Playful: 0 
*Nice: 0 


*Neat: 0 
*OUTGOING: 5 
*Active: 7 
*Playful: 8 
*Nice: 5 


Sigimture S^cM 
intemthn 

*Snap Out of It! 




*Whine and Complain 


Getdie Teane 


Hex Teane 


Pers0M//ty Skiits 


*Body: 6 
*Charisma: 1 
*COOKING: 3 
*Creative: 0 
*Logic: 0 
^Mechanical: 0 


*Body: 7 
*Charisma: 1 
*COOKING: 3 
*Creative: 0 
*Logic: 0 
^Mechanical: 0 


*Neat: 8 
*0UTGOING: 0 
*Active: 8 
*Playful: 0 
*Nice: 9 


*Neat: 4 
^Outgoing: 8 
*Active: 8 
*Playful: 5 
*Nice: 0 


SigHSiUfS SHkSp 

istmcthH 

*Nuggie 


ppmcAMescoM 





Utt 


Home: Club Rubb 


*Body: 1 
*Charisma: 2 
*COOKING: 3 
*Creative: 6 
*Logic: 0 
*Mechanical: 0 


*Neat: 0 
*0UTGOING: 7 
*Active: 7 
*Playful: 6 
*Nice: 5 


Maxine Pewers 

Home: The Octagon 

Pemnttlity Skitts 

*Neat: 10 *Body: 3 

*0UTG0ING: 10 *Charisma: 4 
*Active: 5 *CooKiNG: 3 

*Playful: 0 *Creative: 4 

*Nice: 0 *Logic: 7 

^Mechanical: 8 

Si^Mtufe S0eM 
intefuctiM 

*Karate Chop 


*Dance Dirty 


Mortimer Goth 


Home: Goth Manor 


SkiH$ 


*Body: 0 
*Charisma: 1 
*CooKiNG: 3 
*Creative: 7 
*Logic: 2 
^Mechanical: 2 


*Neat: 4 

*OUTGOING: 6 

*Active: 4 
*Playful: 7 
*Nice: 4 


^/n/ lantifrahb 

Home: Mimi's Place 

PersMM/t*ty Skitts 

*Neat: 7 *Body: 0 

*0UTGOING: 10 *Charisma: 0 

*Active: 5 *CooKiNG: 10 

*Playful: 10 *Creative: 0 

*Nice: 0 *Logic: 0 

^Mechanical: 0 

Signature Ssetst 
tsterscttM 

*Brag About Money 


*Kiss Hand 


Paisiey Rainbow 


Home: Casa Caliente 


*Body: 1 
*Charisma: 2 
*CooKiNG: 6 
*Creative: 2 
*Logic: 0 
^Mechanical: 1 


*Neat: 0 
*OUTGOING: 5 
*Active: 0 
*Playful: 10 
*Nice: 10 


Mom 

Home: Mom's House 

Perssnstity Skitts 

*Neat: 9 *Body: 0 

*OUTGOING: 7 *Charisma: 0 

*Active: 8 *C00KING: 10 

*Playful: 8 *Creative: 0 

*Nice: 7 *Logic: 0 

*Mechanical: 0 

Signsture Ssctst 
tstmcttM 

*Nag About House 


*Booty Spank 


Home: Casa Caliente 


*Body: 1 
*Charisma: 2 
*COOKING: 6 
*Creative: 2 
*Logic: 0 
*Mechanical: 1 


*Neat: 0 
*OUTGOING: 5 
*Active: 0 
*Playful: 10 
*Nice: 10 


Signsture Ssetst 
tstersctiM 

*French Kiss 








Vaughn Sraan 


Singer frntti 


Home: #1 Free Street 


*Body: 0 
*Charisma: 1 
*CooKiNG: 3 
*Creative: 2 
*Logic: 4 
^Mechanical: 2 


*Neat: 10 
*0UTGOING: 0 
*Active: 10 
*Playful: 0 
*Nice: 5 


*Neat: 7 
*0UTGOING: 4 
*Active: 1 


Playful: 8 
Nice: 5 




Pamela Frntti 


Home: #1 Free Street 

fyrs»M(itt 

(Pistes) 

*Neat: 5 * Playful: 3 

*OUTGOING: 3 *Nice: 7 
*Active: 7 


Home: Pixel Acres 


*Body: 3 
*Charisma: 4 
*COOKING: 8 
*Creative: 2 
*Logic: 0 
*Mechanical: 2 


*Neat: 1 

*0UTGOING: 8 

*Active: 0 
*Playful: 8 
*Nice: 8 


^ ^ . A - 


Home: #2 Free Street 

Personaf/fy . 
(Sa^/itarm) 

*Neat: 2 *Playful: 7 

*Outgoing:3 *Nice:4 
*Active: 9 


*Feather Tickle 


These NPCs are the premade Sims you can play in Free Play 
MODE. They also pop up as partygoers when you throw a 
SHINDIG IN Bust Out mode. 


Candy Frntti 


Home: #2 Free Street 


PersonfUty 


*Neat: 6 
*0UTGOING: 5 
*Active: 8 


* Playful: 3 
*Nice: 3 


*Neat: 5 
^Outgoing: 8 
*Active: 6 


*Playful: 3 
*Nice: 3 


Pebbie Frntti 


Weedy Tntti 

Home: #2 Free Street 


Home: #1 Free Street 

Pers0M//N 

(Capf/epm) 

*Neat:7 *Playful:8 

*Outgoing:4 *Nice: 5 
*Active: 1 


*Neat: 4 
*0UTGOING: 4 
*Active: 4 


*Playful: 7 
*Nice:6 


PPmCPMiSXOM 






*Neat: 5 *Playful: 3 

*Outgoing:3 *Nice: 7 
*Active: 7 


Sem'ee itPCi 


1 There are Sims who just quietly make the world go round. 

^ They're there everyday, but your Sim usually only sees them 
WHEN they're needed OR WHEN THEY UNEXPECTEDLY IMPACT HIS 
^ LIFE. They are the Service NPCs, and they're essential to a good 
Sim life. 


i Tutt/ 

I Home: #2 Free Street 

^ PersoatUtf 
(Usees) 


Sfms Can Cat! 


The Maid provides the most valu- 
able SERVICE IN TOWN. KEEPING A 
HOUSE CLEAN YOURSELF, EVEN WHEN 

ALL Sims are high in Neat, con- 
sumes A LOT OF TIME. EVEN SiMS IN 
THE FIRST LEVEL OF THEIR CAREERS 
SHOULD FEEL THEIR TIME'S TOO 
VALUABLE FOR MOPPING AND DISH- 
WASHING. Better to just call the 
Maid and pay her fee of §10 per 
HOUR. She stays until all messes 

ARE CLEANED, SO THE DIRTIER THE 
HOUSE, THE MORE SHE COSTS. 




Thanks to your wall phone, the most loyal and efficient Sim 

SERVICES ARE ONLY A PHONE CALL AWAY. DIAL UP ANY OF THESE SERV- 
ICES WHEN YOU NEED THEM. 


Piii0 Me 


Pizza is a good way to get a 

QUICK MEAL, BUT IT'S EXPENSIVE 

(§40). The real problem for some 
Sims isn't the cost, but rather 

THAT IT's BROUGHT BY THIS GUY. 

Some think Freddy's creepy, 

SOME THINK HE'S DREAMY, BUT 

you'll find he's only interested 

IN GETTING TO HIS NEXT STOP. NO 
TIME TO CHAT. 


The live plants around your home 

NEED WATERING EVERY FEW DAYS OR 

they'll die. Dead plants kill your 
Room score, and that's trouble. 

Since your mood for work is read 

AT THE MOMENT YOU GET ON THE BUS, 

THE OUTDOOR ROOM SCORE IS THE 
ONLY ONE THAT MATTERS FOR GETTING 
PROMOTIONS. 

To KEEP YOUR OUTDOORS NICE 
WITH NO EFFORT ON YOUR PART, THE 

Gardener may be a sound invest- 
ment. For §10 PER HOUR every three 

DAYS, he'll replant any DEAD FOLIAGE AND KEEP EVERYTHING 
WATERED AND HEALTHY. 




When things are broken and you 
don't have the time or the 
Mechanical skill to do it your- 
self, CALL THE Repairman. He 
COMES OVER QUICKLY, BUT HE 
CHARGES A LOT (§50 PER HOUR) TO 
FIX ANY BROKEN ITEMS AND REPLACE 
ANY BURNED-OUT LIGHT BULBS. HE 
STAYS AS LONG AS THERE'S SOME- 
THING IN NEED OF FIXING, AND 

you're charged when he leaves. 




When a fire breaks out, there's 

NOT MUCH YOU CAN DO BUT GET ON 
THE PHONE TO THE FiRE 

Department. Only call them, 

THOUGH, WHEN THERE REALLY IS A 
FIRE OR you'll BE PUNISHED WITH A 
"TSK TSK" AND A §100 FINE. 



Mm 

When THE infamous Cat Burglar 

INVADES YOUR HOME, SHE'LL SWIPE A 
RANDOM ITEM. ONE WAY TO CATCH THE 
THIEF IS TO CALL THE POLICE AS SOON 
AS YOU GET THE MESSAGE THAT SHE IS 
IN YOUR HOME. CALLING THE POLICE 
FRIVOLOUSLY WILL GET YOU IN TROU- 
BLE TO THE TUNE OF A §100 FINE. 

If THE COPS CATCH THE THIEF, YOU 

don't get your item back (it's evi- 
dence), BUT YOU GET ITS DEPRECIATED 
VALUE IN CASH AND A §1,000 REWARD. 







Sims Who Cat! on Sou 

Some Service NPCs come only when you've done something wrong, 


If you've failed to care for a 
BABY (see "Losing the Baby" in 
"Making Friends and Influencing 
Sims"), the Social Worker will 

COME AND TAKE THE CHILD AWAY. 


iNifitr 

Fail to tend to your Hunger 

MOTIVE OR MANAGE TO GET YOUR- 
SELF ELECTROCUTED OR BURNED AND 

you'll get a visit from the 
Reaper. Game Over. 


Thief 

The Cat Burglar comes randomly 

AT NIGHT OR WHEN THE HOUSE IS 
EMPTY AND STEALS ONE VALUABLE 

ITEM. She can only be stopped by 
A Burglar Alarm or the Police. If 

YOU HAVE NEITHER, SHE'S AS GOOD 
AS GONE WITH YOUR VALUABLES. 



swiuLS aniD 

CaWEERS 

Your career is, to a large extent, who your Sim is. You can also 

VIEW CAREER AS A MEANS TO AN END. SUCCESS MEANS THE BUYING 
POWER TO MAKE YOUR LIFE MORE INTERESTING AND COMFORTABLE. 

How YOU VIEW YOUR Sim'S CAREER IS YOUR CHOICE. HOW YOU MAKE 
IT WORK FOR YOU IS OUR SUBJECT. 

Cerm hfbemmeet 

Sims advance in career based on three things. 

^Skills: Each career’s promotion level contains a 

PROFILE OF THE SKILLS IT REQUIRES. YOU MUST 
MATCH THESE LEVELS TO GAIN PROMOTIONS. 

Individual careers don't require all skills but 

EMPHASIZE CERTAIN ONES THAT RELATE TO THE JOB. 

*Mood: Your Sim's mood, good or bad, directly 

AFFECTS JOB PERFORMANCE EACH DAY. THE GREATER 
YOUR MOOD, THE BETTER YOUR CHANCE FOR 
PROMOTION WHEN SKILLS ARE SUFFICIENTLY 
DEVELOPED. MOOD IS ABOUT MORE THAN 
PROMOTION, HOWEVER. IF YOU GO TO WORK IN A BAD 
MOOD FOR SEVERAL DAYS, YOU'LL BE DEMOTED. 

*Friends: The number of friends you have impacts 

YOUR CHANCES FOR PROMOTION. ALONG WITH SKILLS, 

MANY PROMOTION LEVELS REQUIRE YOU TO HAVE A 
CERTAIN NUMBER OF FRIENDS (SiMS WITH 
RELATIONSHIP SCORES OF 50 OR GREATER). WITHOUT 
THEM, you'll be PASSED OVER FOR PROMOTION. 

Best Out vs. 

There are some differences in how careers work in the two 
MODES OF The Sims Bustin' Out, Most obviously, the modes 
HAVE DIFFERENT SETS OF CAREER TRACKS (BUST OUT HAS SEVEN, AND 

Free Play has five). There are, however, other distinctions. 

In Bust Out mode, you 

SHOULD ADVANCE IN SEVERAL 
CAREERS AT ONCE. SWITCHING 
CAREERS doesn't AFFECT 
YOUR ADVANCEMENT IN OTH- 
ERS. Also, the number of 
FRIENDS REQUIRED FOR PRO- 
MOTION IS THE NUMBER OF 
FRIENDS YOUR Sim has. The 
FRIENDS OF YOUR HOUSE- 
MATES ARE IRRELEVANT. ON 
THE UPSIDE, YOUR HOUSE- 
MATES COUNT AS FRIENDS. 

S9 



The number of friends you 

HAVE AND THE NUMBER REQUIRED 
FOR YOUR NEXT PROMOTION ARE 
SHOWN IN THE CAREER PANE. 






A 


P PO^ TH09P U9PD TO PT^PVIOUQ 
VPT^QIOMQ OP TUP QMQ . 1W\Q 
POIMT DPMAMD9 PMPHAQIQ. \M 
PUgP OUT MODP, HOUQPMATPQ COUMT A9 YOUT^ 

PT^IPMDQ PO^ CAT^PP^ PUT^POQPQ, PUT YOUT^ HOUQP- 
MATPQ' P^IPMDQ DOM’T COUMT AQ YOUl^ Pl^lPMPQ. ^ 


In Free Play mode, you may only pursue one career at a time. 

If you switch, your progress in your previous career is reset 
(though advancement if you rejoin it will be easier since you 

ALREADY HAVE THE SKILLS). FRIENDSHIPS REQUIRED FOR PROMOTION 
ARE "FAMILY FRIENDS," MEANING YOUR Sim'S FRIENDS AND THE FRIENDS 
OF ANY OTHER SiMS RESIDING IN YOUR HOUSE. THIS MEANS YOU CAN 
HAVE A HOUSEHOLD IN WHICH ONE SiM WORKS AND THE OTHER TAKES 
CARE OF THE HOUSE AND DOES ALL THE SOCIALIZING FOR THE BOTH OF 

THEM. Unfortunately, YOUR housemates don't count as friends 

FOR THE PURPOSES OF JOB PROMOTION. 


<r 

Jobs are found by checking 
THE Newspaper or looking 
FOR WORK ON A COMPUTER. 

When you find the job you 

WANT, SELECT IT. YOU'LL BE 
EXPECTED TO REPORT TO WORK 
AT TH E N EXT AVAI LABLE START 
TIME (which could BE ON THE 
SAME DAY IF THE JOB STARTS 
AFTER YOU TAKE IT). 



The Newspaper on the front 

LAWN IS YOUR TICKET TO GAIN- 
FUL EJVIPLOYJVIENT. 


MINUTES OF SKILL OR MOTIVE BUILDING BEFORE DEPARTURE. DON'T 
CUT IT TOO CLOSE, BUT USE THIS TIME WISELY. 

In Bust Out mode, career tracks are tied to certain houses. 

If you are in a career not served by your house's bus line, the 

DRIVER WILL TAKE YOU TO WORK AND YOU'LL GET PAID FOR THE DAY, 
BUT YOU won't get PROMOTED NO MATTER HOW QUALIFIED YOU ARE. 

The following career listings show where you need to be to 

ADVANCE IN EACH CAREER. 

You needn't go to work 

EVERY DAY. IN FACT, YOU 
SHOULD TAKE THE OCCASIONAL 
DAY OR TWO OFF TO WORK ON 
SKILLS OR FRIENDSHIPS. IF YOU 
MISS THREE STRAIGHT 
DAYS OF WORK, HOWEVER, 

you'll be fired. 

What THIS means depends 

ON THE MODE YOU'RE PLAYING. 

*In Bust Out mode, getting fired means you lose a 

RANDOM SKILL POINT AND ONE LEVEL IN THE YOUR 
MOST RECENT CHOICE OF CAREER PATH. YOU NEED TO 
GO BACK TO THE NEWSPAPER TO RESUME YOUR CAREER 
WHERE YOU LEFT OFF (MINUS ONE LEVEL) OR PICK UP IN 
ANOTHER ONE. 

*In Free Play mode, getting fired means you must 

START BACK AT SQUARE ONE IN YOUR CAREER TRACK. 

sm 

There are six skills that you can develop to succeed in the 



After three of these warn- 
ing PHONE CALLS, YOU'RE FIRED. 


60 


In Bust Out mode, jobs are listed on both sources for every 

CAREER EACH DAY. IN FREE PLAY, THE NEWSPAPER CONTAINS ONLY A FEW LIST- 
INGS EACH DAY. To GET A LARGER SELECTION, YOU MUST GET A COMPUTER. 



mm MOM^VQ TIOHT, 9UY A 
COMPUTO, F\MD A JOR AMD RPTURM 
THU MACHIMU U1\TH\M 24 HOURQ POR A 
FUa RUFUMD 


to Work 


W 

The bus arrives at your 

HOUSE ONE HOUR BEFORE 
YOUR job's start TIME, AND 
IT WAITS FOR THE FULL HOUR 
BEFORE DEPARTING. Thus, IF 
YOUR JOB STARTS AT 9:00, THE 
BUS WILL ARRIVE AT 8:00, AND ^ 

YOU don't need to leave 
THE HOUSE UNTIL 8:50, BE ON THE BUS BEFORE IT LEAVES 

GIVING YOU AN EXTRA 50 OR YOU iVlAY BE UNEiVlPLOYED. 



Sim economy. 

*Body 

^Charisma 


*COOKING 

*Creative 



Skill objects like the Artist's 
Block let you build your 

SKILL POINTS. 


*Logic 

^Mechanical 

Each skill is developed 

BY INTERACTING WITH A VARI- 
ETY OF SKILL OBJECTS. SeE 
THE DIRECTORY IN THE "SiMS' 

Stuff" section. Note that 

NOT ALL SKILL OBJECTS ARE 
CREATED EQUAL-THE MORE 
EXPENSIVE THEY ARE, THE 
FASTER THEY IMPART SKILL. 

Skills ARE broken down 
INTO 10 LEVELS EACH.THE 


TIME IT TAKES TO GAIN EACH SKILL LEVEL INCREASES WITH THE HEIGHT OF THE 

SKILL. Level 1, for example, might take a few moments while level 8 
REQUIRES SEVERAL SESSIONS WITH BREAKS FOR MOTIVE REGENERATION. THIS 
PROCESS CAN BE SPED UP BY USING MORE EXPENSIVE SKILL OBJECTS. 





,yii=^ 


You^ uvae \m uach qymi. ^Q 

^ / - Uiat AQ m QKlttQ FOT^ PTO- 
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9mt ^ir# imm Mwlif 

There are seven career tracks in The Sims Bustin' Out, While 

THE GAME IS "WON" BY GETTING TO LEVEL 10 IN ONE OF THESE 
CAREERS, YOU ONLY EXPERIENCE EVERY BIT OF THE GAME BY PURSUING 
ALL SEVEN CAREERS TO FRUITION. 

Note that each table shows the job title, daily pay, hours, 

SKILL AND FRIEND REQUIREMENTS, AND MOTIVE CHANGE PROFILE FOR 

EACH JOB. The last of these is the amount your motives shift 
WHILE you're away AT WORK; THE NUMBERS SHOWN ARE: 
Hunger/Comfort/Hygiene/Bladder/Energy/Fun/Social. 


Career 

Track 



✓ 

<r 




c/ 



Movie Star 

Mall Clown 

§100 

10:00 am-2:00 pm 

0 

0 

0 

0 

0 

0 

0 

o/o/o/o/o/o/o 

Mom's House 

Mad Scientist 

Lab Cleaner 

§155 

10:00 am-2:00 pm 

0 

0 

0 

0 

0 

0 

0 

o/o/o/o/o/o/o 

Mom's House 

Counterculture 

Panhandler 

§110 

10:00 am-2:00 pm 

0 

0 

0 

_0 

0 

0 

0 

o/o/o/o/o/o/o 

Mom's House 

Jock 

Mascot 

§130" 

10:00 am-2:00 pm 

0 

0 

0 

“o 

0 

0 

0 

o/o/o/o/o/o/o 

Mom's House 

Gangster 

Vandal 

§140 

10:00 am-2:00 pm 

0 

0 

0 

0 

0 

0 

0 

o/o/o/o/o/o/o 

Mom's House 

Paramilitary 

Latrine Cleaner 

§250 

10:00 am-2:00 pm 

0 

0 

0 

0 

0 

0 

0 

o/o/o/o/o/o/o 

Mom's House 

Fashion Victim 

Hand Model 

§200 

10:00 am-2:00 pm 

0 

0 

0 

0 

0 

0 

0 

o/o/o/o/o/o/o 

Mom's House 




Career 

Track 



y 

<r 

/ 

✓ 



c/ 

\ 

\ 


Movie Star 

Kiddie Show 

§150 

9:00am-1:00 pm 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-0/0/0 

Mimi's Place 


Sidekick 












Mad Scientist 

Potion Tester 

§230 

11:00 pm-3:00am 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-0/0/0 

Dudley's Trailer 

Counterculture 

Leaflet Distributor §120 

10:00 am-2:00 pm 

0 

0 

0 

"o 

0 

0 

0 

0/0/0/0/-0/0/0 

Mimi's Place 

Jock 

Ball Collector 

§170 

9:00am-?pm 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-0/0/0 

Dudley's Trailer 

Gangster 

Shoplifter 

§200 

9:00am-1:00 pm 

0 

_0_ 

0 

_0 

_0 

0 

0 

0/0/0/0/-0/0/0 

Dudley's Trailer 

Paramilitary 

Boot Polisher 

§325 

8:00 am-12:00 pm 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-0/0/0 

Dudley's Trailer 

Fashion Victim 

Lingerie Model 

§225 

10:00 am-2:00 pm 

0 

~ 0 ~ 

0 

"o 

“o 

0 

0 

~0/0/0/0/-0/0/0 

Mimi's Place 


ie¥ef M P0s/ih»s 



Movie Star 
Mad Scien tist 
Counterculture 

J ock 

Gangster 


Paramilitary 


Fashion Victim 


Stunt Double §200 

P yro § 320 

Basket Weaver §180 

Rookie §23^ 

Burglar §275 


Drill Instructor §400 


BodyWaxer §275 


9:00am-3:00 pm 
2:00 PM-10:00 PM 
10:00 am-3:00 pm 
10:00 am- 3 :00 pm 
11:00 pm-5:00am 


9:00am-2:00 pm 


10:00 am-3:00 pm 




0 2 

2 0 

_0 0 _ 

'o o" 


/ <./■ 



0/0/0/0/-0/0/+25 

0/0/0/0/-0/0/+25 

0 / 0 / 0 / 0 /- 0 / 0 /+ 2 ^ 

0/0/0/q^/0/+25_ 

0/0/0/0/-0/0/+25 


0/0/0/0/-0/0/+25 


0/0/0/0/-0/0/+25 


Mimi's Place 
Dudley's Trailer 
Mimi's Pla ce 
Dudley's Trailer 
Dudley's Trailer 


Dudley's Trailer 


Mimi's Place 




PKmCAMiSXOM 




















Bust Out Career Trucks e»»tii>««<t 


Uoef # Posithos 


Career 

Track 




c/ 






^ J' 

/ 


Movie Star 

Horror Movie 
Extra 

§275 

7:00am-3:00 pm 

0 

0 

2 

1 

0 

0 

2 

-7/0/-7/0/-42/-7/0 

Goth Manor 

Mad Scientist 

Virus Breeder 

§375 

11:00 am-4:00 pm 

1 

2 

0 

0 

1 

0 

1 

-7/0/-7/0/-35/-7/0 

Goth Manor 

Counter Culture 

Flower Child 

§200 

12:00 pm-5:00 pm 

3 

0 

0 

1 

0 

1 

2 

0/0/-5/0/-40/0/0 

Studio 8 

Jock 

Starter 

§300 

10:00 am-3:00 pm 

0 

0 

0 

4 

0 

0 

0 

-6/0/-18/0/-48/0/0 

Toane's Gym 

Gangster 

Car Thief 

§350 

9:00am-3:00 pm 

0 

1 

0 

0 

0 

4 

2 

-6/0/-6/0/-42/-6/0 

Toane's Gym 

Paramilitary 

Paratrooper 

§450 

6:00am-12:00 pm 

0 

0 

0 

2 

4 

0 

0 

-6/0/-18/0/-42/-6/0 

Toane's Gym 

Fashion Victim 

Fingernail Painter §315 

10:00 am-3:00 pm 

0 

0 

0 

1 

0 

4 

1 

-7/0/-7/0/-42/-7/0 

Studio 8 


leool $ Positions 


Career 

Track 




c/ 

y 




4^^ 

✓ 

/ / 


Movie Star 

Soap Opera Star 

§375 

7:00am-4:00 pm 

0 

0 

3 


2 

0 

1 

3 

-7/0/-14/0/-42/-7/0 

Goth Manor 

Mad Scientist 

Chemist 

§450 

10:00 am-5:00 pm 

1 

2 

1 


0 

2 

1 

2 

-7/0/-7/0/-42/-7/0 

Goth Manor 

Counter Culture 

MassageTherapist 

§220 

11:00 am-4:00 pm 

5 

0 

1 


1 

0 

1 

3 

-5/0/-5/0/-40/0/0 

Studio 8 

Jock 

All-Star 

§385 

9:00am-3:00 pm 

0 

0 

1 


6 

0 

0 

0 

-6/0/-24/0/-54/0/0 

Toane's Gym 

Gangster 

Mugger 

§425 

5:00 PM-1 :00 am 

0 

2 

0 


0 

0 

5 

3 

-8/0/-8/0/-40/-8/0 

Toane's Gym 

Paramilitary 

Chopper Pilot 

§500 

6:00 am-12:00 pm 

0 

0 

0 


4 

5 

0 

0 

-6/0/-24/0/-42/-12/0 

Toane's Gym 

Fashion Victim 

Wig Designer 

§400 

11:00 am-5:00 pm 

0 

0 

1 


1 

0 

5 

2 

-7/0/-14/0/-42/-7/0 

Studio 8 

ieoei $ Positions 

Career 

Track 




c/ 

c/ 



4^^ 

if 

/ ■ 0 ' 


Movie Star 

Game Show Host 

§500 

10:00 am-6:00 pm 

0 

0 

4 


2 

0 

2 

4 

-8/0/-16/0/-48/-8/0 

Club Rubb 

Mad Scientist 

VlVISECTIONIST 

§540 

10:00 am-7:00 pm 

1 

2 

1 


0 

4 

2 

2 

-9/0/-9/0/-45/-9/0 

ShinyThings Labs 

Counter Culture 

Yoga Instructor 

§300 

10:00 am-5:00 pm 

6 

1 

2 


1 

0 

2 

4 

-7/0/-7/0/-49/0/0 

Casa Cali ENTE 

Jock 

MVP 

§510 

9:00am-3:00 pm 

0 

2 

1 


7 

0 

0 

1 

-12/0/-30/0/-60/0/0 

Club Rubb 

Gangster 

Bodyguard 

§530 

3:00 PM-11:00 PM 

0 

3 

1 


1 

0 

6 

4 

-8/0/-8/0/-48/-8/0 

Casa Cali ENTE 

Paramilitary 

Covert Ops 

§550 

9:00am-3:00 pm 

0 

1 

2 


4 

6 

0 

1 

-12/0/-24/0/-48/-12/0 

ShinyThings Labs 

Fashion Victim 

Hair Stylist 

§550 

11:00 am-6:00 pm 

0 

0 

2 


1 

0 

6 

3 

-8/0/-16/0/-48/-8/0 

Club Rubb 

Loooi P Positions 

Career 

Track 




c/ 


r 



4^ 

cr 

4*'" 

y 0 

y 

Movie Star 

Sit Com Star 

§650 

10:00 am-6:00 pm 

0 

0 

6 


3 

0 

2 

6 

-16/0/-24/0/-48/-16/0 

Club Rubb 

Mad Scientist 

Gene Splicer 

§640 

11:00 am-3:00 pm 

1 

4 

2 


0 

4 

2 

3 

-15/0/-20/0/-45/-10/-10 

ShinyThings Labs 

Counter Culture 

Transcendentalist §350 

12:00 pm-5:00 pm 

7 

2 

2 


2 

0 

2 

6 

-12/0/-24/0/-48/0/0 

CasaCaliente 

Jock 

Superstar 

§680 

9:00am-4:00 pm 

1 

2 

2 


8 

0 

0 

2 

-14/0/-35/0/-63/0/0 

Club Rubb 

Gangster 

Arsonist 

§640 

9:00am-3:00 pm 

0 

3 

1 


3 

0 

7 

6 

-18/0/-18/0/-54/-12/-6 

CasaCaliente 

Paramilitary 

Secret Agent 

§580 

9:00am-3:00 pm 

0 

1 

2 


5 

7 

0 

2 

-18/0/-30/0/-54/-18/0 

ShinyThings Labs 

Fashion Victim 

Make UP Artist 

§650 

12:00 pm-6:00 pm 

1 

0 

3 


3 

0 

7 

4 

-16/0/-24/0/-48/-16/0 

Club Rubb 
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Career 

Track 



✓ 

c/ 




c/y 


Movie Star 

Sex Symbol 

§900 

5:00 PM-1 :00 am 

0 

0 

7 

3 

0 

2 

6 

-16/0/-24/0/-56/-16/0 

Tinsel Bluffs 

Mad Scientist 

Robotitician 

_§740_ 

12:00 pm-8:00 pm 

1 

6 

3 

0 

5 

2 

4 

-20/0/-25/0/-50/-10/-10 

The Octagon 

Counter Culture 

Love Guru 

§450 

12:00 pm-5:00 pm 

8 

2 

4 

~3 

0 

2 

6 

-20/0/-25/0/-45/0/0 

PixelAcres 

Jock 

Head Coach 

§850 

8:00am-2:00 pm 

2 

2 

3 

^9 

0 

0 

3 

-20/0/-40/0/-70/-5/0 

Tinsel Bluffs 

Gangster 

Extortionist 

§760 

9:00am-3:00 pm 

0 

5 

2 

'3 

0 

8 

8 

-18/0/-24/0/-54/-18/-12 

PixelAcres 

Paramilitary 

Code Breaker 

§600 

9:00am-3:00 pm 

0 

4 

2 

5 

8 

0 

5 

-18/0/-30/0/-60/-24/0 

The Octagon 

Fashion Victim 

Runway Model 

§900 

6:00 PM-1 :00 am 

2 

0 

4 

4 

0 

8 

5 

-16/0/-24/0/-56/-16/0 

Tinsel Bluffs 




Career 

Track 




c/ 

/■ 



/ 

✓ ^ 


Movie Star 

Director 

§1,100 

10:00 am-5:00 pm 

0 

0 

8 

4 

0 

5 

8 

-21/0/-35/0/-56/-21/0 

Tinsel Bluffs 

Mad Scientist 

Space-Time Tinkerer §870 

10:00 am-4:00 pm 

1 

8 

4 

0 

7 

4 

5 

-24/0/-28/0/-56/-16/-16 

The Octagon 

Counter Culture 

Psychic Activist 

§550 

2:00 PM-7:00 PM 

9 

3 

6 

4 

0 

3 

7 

-20/0/-30/0/-45/0/0 

PixelAcres 

Jock 

HallofFamer 

§1,000 

9:00am-3:00 pm 

3 

2 

5 

10 

0 

0 

4 

-24/0/-42/0/-72/-6/0 

Tinsel Bluffs 

Gangster 

Hit Man 

§900 

9:00am-3:00 pm 

0 

5 

3 

5 

0 

9 

8 

-24/0/-30/0/-60/-18/-18 

PixelAcres 

Paramilitary 

Intelligence 

Director 

§700 

9:00am-3:00 pm 

0 

7 

2 

8 

9 

0 

6 

-24/0/-30/0/-60/-30/0 

The Octagon 

Fashion Victim 

Centerfold 

§1,100 

2:00 pm-9:00 pm 

3 

0 

4 

5 

0 

9 

7 

-21/0/-35/0/-56/-21/0 

Tinsel Bluffs 


P^stthns 


Career 

Track 



y 

y 


y 

y 

y 


y 

Movie Star 

Movie Mogul 

§1,400 

10:00 am-3:00 pm 

0 

0 

10 

4 

0 

8 

10 

-30/0W0/-65/-25/0 

Malcolm's Mansion 

Mad Scientist 

Death Ray Inventor §1,000 

10:00 am-2:00 pm 

2 

10 

5 

0 

8 

5 

6 

-28/0/-32/0/-60/-20/-20 

Malcolm's Mansion 

Counter Culture 

FullTime Freak 

§1,000 

10:00 am-2:00 pm 

10 

3 

8 

5 

0 

4 

8 

-28/OWO/^/O/O 

Malcolm's Mansion 

Jock 

Living Legend 

§1^00 

9:00am-3:00 pm 

4 

2 

5 

10 

0 

0 

6 

-30/0W0/-78/-6/0 

Malcolm's Mansion 

Gangster 

Mob Boss 

§1,100 

6:00 pm-12:00 AM 

0 

5 

4 

7 

0 

10 

8 

-30/0/-30/0/-66/-24/-24 

Malcolm's Mansion 

Paramilitary 

War Minister 

§1,000 

9:00am-3:00 pm 

0 

8 

4 

10 

10 

0 

6 

-30/0/-36/0/-66/-30/0 

Malcolm's Mansion 

Fashion Victim 

Super Model 

§1^00 

10:00 am-4:00 pm 

4 

0 

5 

8 

0 

10 

9 

-30/0W0/-65/-25/0 

Malcolm's Mansion 


free Cereers 

In Free Play, the careers are completely different but follow the same basic model. 

te¥et $ Positions 


Career 

Track 

y 

y 



y 

y 

y 

y 


y 

y 

y 

y 


Computer Geek 

Cable Grunt 

§120 

9:00am-5:00 pm 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-24/0/0 

Artist 

ARTisfs Model 

§100 

3:00 pm-8:00 pm 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-30/0/0 

Slacker 

Janitor 

§100 

5:00 PM-10:00 PM 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-30/0/0 

Rock Star 

Groupie 

§100 

10:00 am-4:00 pm 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-0/0/0 

Swindler 

Traveling Salesman 

§120 

9:00am-3:00 pm 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-30/0/0 





ppiMnemssxoM 
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free P/ey Careers Continued 


Uuet i Positions 


Gu^eer 

Track 




c/ 





cf ' 


Computer Geek 

Video Game Tester 

§150 

6:00 pm-2:00am 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-24/0/0 

Artist 

House Painter 

§130 

9:00am-4:00 pm 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-28/0/0 

Slacker 

Convenience Store Clerk 

§120 

9:00 pm-4:00am 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-28/0/0 

Rock Star 

Roadie 

§120 

9:00am-4:00 pm 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-0/0/0 

Swindler 

Used Car Dealer 

§180 

9:00am-4:00 pm 

0 

0 

0 

0 

0 

0 

0 

0/0/0/0/-28/0/0 


teuei ^ Positinns 


Career 

Track 




c/ 





/ 


Computer Geek 

Tech Support 

§200 

8:00am-4:00 pm 

0 

2 

0 

0 

1 

1 

0 

0/0/0/0/-32/0/0 

Artist 

Studio Cleaner 

§190 

9:00am-3:00 pm 

0 

0 

0 

0 

0 

2 

0 

0/0/0/0/-36/0/0 

Slacker 

Gas Station Attendant 

§190 

9:00am-3:00 pm 

0 

2 

0 

0 

0 

0 

0 

0/0/0/0/-36/0/0 

Rock Star 

Record Store Clerk 

§190 

9:00am-3:00 pm 

0 

0 

0 

0 

0 

2 

0 

0/0/0/0/-0/0/+25 

Swindler 

Telemarketer 

§250 

9:00am-4:00 pm 

0 

1 

2 

0 

0 

0 

0 

0/0/0/0/-35/0/0 


teuei # Positions 




Career 

Track 



✓ 







</ 

Computer Geek 

Virus Writer 

§240 

12:00 pm-8:00 pm 

0 

3 

0 

0 

2 

0 

1 

0/0/0/0/-36/0/0 

Artist 

Museum Guard 

§250 

8:00 am-4:00 PM 

0 

0 

0 

0 

0 

5 

1 

0/0/0/0/-40/0/0 

Slacker 

Taxi Driver 

§250 

8:00am-4:00 pm 

0 

2 

0 

3 

0 

0 

2 

0/0/0/0/-40/0/0 

Rock Star 

Elevator MusicComposer §250 

8:00 pm-4:00am 

0 

0 

0 

0 

0 

5 

2 

0/0/0/0/-40/0/0 

Swindler 

Con Artist 

§320 

9:00am-4:00 pm 

0 

2 

2 

0 

0 

0 

2 

-7/0/-7/0/-42/-7/0 

teuei $ Positions 

Career 

Track 



✓ 

c/ 


CT 



/ 

■/ 

Computer Geek 

Web Designer 

§400 

10:00 am-7:00 pm 

0 

4 

0 

0 

2 

2 

2 

0/0/0/0/36/0/0 

Artist 

Studio Artist 

§325 

7:00am-2:00 pm 

0 

2 

0 

0 

0 

6 

2 

-7/0/-7/0/-42/-7/0 

Slacker 

Tow Truck Driver 

§325 

7:00am-2:00 pm 

0 

3 

0 

3 

0 

2 

2 

-7101-7101 -hi! -7 to 

Rock Star 

Jingle Writer 

§325 

7:00am-2:00 pm 

0 

2 

0 

0 

0 

6 

2 

-7/0/-7/0/-42/-7/0 

Swindler 

Fad Starter 

§400 

9:00am-4:00 pm 

0 

2 

2 

0 

2 

0 

3 

-7/0/-14/0/-42/-7/0 


so 





UmtfMttm 





C omputer Geek Prog rammer 

Artist Art Critic 

Slacker Repo Sim 

Rock Star Bar Band Si nger 


Swindler Loan Shark 




§8W 10:00 am-8:Q0 pm 0 

' §55 0 12:00 pm-9:00 PM 0~ 

' §5~5 0 12:00 pm-9:00 PM 0 

§550 12:00 pm-9:00 pm 0 


660 9:00am-5:00pm 0 


-10/0/-20/0/-40/-10/0 

-18/0/-18 /0/-54/ -9/0 

-18/0/-18/0/-54/-9/0 

-18/0/-18/0/-54/-9/0 


-1 


Career 

Track 

/ 





c/ 

y 

y 


<y 

Computer Geek 

Gizmo Inventor 

§ 

1,100 

10:00 am-7:00 pm 

0 

4 

4 

0 

7 

7 

4 

-9/0/-18/0/-54/-9/0 

Artist 

L' Enfant Terrible 

§ 

700 

11:00 am-6:00 pm 

0 

5 

2 

5 

0 

10 

5 

-14/0/-21/0/-56/-14/0 

Slacker 

Private Investigator 

§ 

700 

11:00 am-6:00 pm 

0 

5 

4 

5 

2 

5 

8 

-14/0/-21/0/-56/-14/0 

Rock Star 

Rock Star 

§ 

700 

11:00 am-6:00 pm 

0 

5 

2 

5 

0 

10 

4 

-14/0/-21/0/-56/-14/0 

Swindler 

Real Estate Developer 

§ 

800 

9:00am-5:00 pm 

0 

2 

5 

2 

6 

3 

8 

-16/0/-24/0/-56/-16/0 


U¥et$FM/t/MS 



/ y 4** 


Computer Geek AI Theorist 


Artist Gallery Owner 


Slacker Cargo Pilot 


Rock Star 
Swindler 


Solo Artist 
InsideTrader 


1,300 11:00 am-8:00 PM 0 


§1,100 5:00pm-2:00am 0 


§1,100 5:00pm-2:00am 0 

'§1 ,100 5:00pm-2:00am 0 

§950 9:00am-4:00pm 0 


_27/0/-36/0/-63/-18/0 
-18/ 



3 7 1 

B -18/0/-27/0/-54/-18/0 

0 10 ( 

5 -18/0/-27/0/-54/-18/0 

7 5 1 

B -21/0/-35/0/-56/-21/0 


le¥e/ ^ P^SiVMS 


Career 

Track 

<?o' 


y’ 

y 

y 

/ 


y 

y 

/ 

y y 
y 

Computer Geek 

Cyborg 

§1,550 

11:00 am-8:00 pm 

0 

7 

8 

0 

10 

10 

6 

-27/0/-36/0/-63/-18/0 

Artist 

Museum Director 

§1,400 

10:00 am-3:00 pm 

0 

5 

10 

7 

4 

10 

8 

-30/0/-40/0/-65/-25/5 

Slacker 

Smuggler 

§1,400 

10:00 am-3:00 pm 

0 

5 

8 

9 

4 

10 

8 

-30/0/-40/0/-65/-25/5 

Rock Star 

Record Producer 

§1,400 

10:00 am-3:00 pm 

0 

5 

10 

7 

4 

10 

8 

-30/0/-40/0/-65/-25/5 

Swindler 

Monopolist 

§1,200 

9:00 am-3:00 PM 

0 

2 

8 

2 

9 

6 

8 

-30/0/-36/0/-66/-24/0 
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Bwwmc 

A HOUSE 


Stitt/ 



Sim kids, like adults, must 

BE ON THE BUS ON TIME TO GO 
TO SCHOOL. 


In Free Play mode, Sims can be 
KIDS. Kids don't have jobs, but 
THEY DO GO TO SCHOOL. 

The bus arrives at the 

HOUSE EVERY MORNING AT 8:00 
AND WAITS UNTIL 9:00. SEND 
THE KID TO THE BUS AT AROUND 
8:45 AND SPEND THE EXTRA 
TIME BUILDING UP MOTIVES. 

Instead of a job level, a 
kid's skill/career view shows current grade (from a to F). Each day^ 

A KID GOES TO SCHOOL IN A GOOD MOOD (ABOVE 0), THE GRADE GOES UP 
ONE NOTCH (for EXAMPLE, B BECOMES A B+). EACH DAY THE KID MISSES 
SCHOOL, THE GRADE DROPS ONE NOTCH. 

For each day a kid misses school, the grade drops an entire letter 
GRADE (from B TO C, FOR INSTANCE). WHEN IT FALLS TO D, YOU GET YOUR 
FIRST WARNING ABOUT MILITARY SCHOOL. IF THE GRADE THEN DROPS TO AN 
F, OFF GOES THE CHILD TO THE FINEST IN MARSHALED EDUCATION, LEAVING 
THE FAMILY FOREVER. THAT'LL TEACH YOU TO GET YOUR KID TO SCHOOL. 

Success in school means cash. If you can maintain an A+ grade, 
you'll receive random cash rewards for your Sim's studiousness. 


Why stop at just building a person and collecting possessions? 

Why not go all the way and design and construct a home for 
YOURSELF? Everything YOU need is right there in Build mode. With 

ENOUGH MONEY YOU CAN CONSTRUCT YOUR OWN PALATIAL PARADISE THAT'LL 

MAKE Malcolm Landgrabb swoon with envy. Or build a modest but 
PERFECTLY EFFICIENT TRACT HOME THAT'S A HAVEN FOR AUTONOMOUS SiMS. 

Or you can save all your money for possessions and build a single 

WALL WITH APPLIANCES LINED UPON IT. AGAIN, IT'S YOUR CHOICE. 

In this section, we examine the Build Tools that take you from 

FRAMING YOUR NEW HOME TO INSTALLING A GARDEN AND PAPERING 
YOUR WALLS. 





9U\tD\M0 \Q OF MOQT IMTFT^FeT FO^ 
^ PtAYFT^Q \M FT^FF PLAY MODF. \TQ MOT AQ 

IMPO^TAMT \M PUer OUT MODF Q\MCF TMAT PAT^T OF 
THF OAMF COMTAIMQ MAMY \MTT^\CATF AMD FULLY 
DFVFLOPFD HOUQFQ. \T \Q UQFFUL \M THAT MIODF, 
HOUIFVFT^, TO IMP^OVF A QPACF FO^ OT^FATF^ FFFF 
C\FMCY OT^ \M P^FPAT^ATIOM FOT^ A PAINTY (QUCH AQ 
ADDIMO AMOTHFT^ PATHTOOM). 


Keep in mind that The Sims Bustin' Out is a game made to be indi- 
vidualized. If YOU don't like what you've built, just demolish it and 
START over! 


Sttufy/og 

Studying can also raise a 
YOUTHFUL Sim's grades. 

Direct YOUR CHILD Sim to a 
Bookshelf and select 
"Study" (they won't do it 
autonomously). The child 

THEN STUDIES FOR A PERIOD OF 
TIME AND EMERGE WITH A ONE 
NOTCH INCREASE IN GRADE. 

As WITH SKILLS, MOVING 
BETWEEN LOWER GRADES IS 
FASTER THAN HIGHER ONES 

(for example, going from D+ to C- is quick while B-f to A- TAKES time). 
I Studying can make up for a missed day, speed up achievement of 

AN A+, OR REPLACE SCHOOL ENTIRELY IF YOU'RE WILLING TO MANAGE THE 
STUDY TIME. 



Kids can study frojvi 
Bookshelves or Coiviputers to 

IJVIPROVE GRADES JVIORE QUICKLY 
OR SKIP SCHOOL ENTIRELY. 



DOM'T PU\LD YOU^ OUiM PLACF 
I^IOHT AUiAY YOU'LL PF UMHTFD 
PY YOUT^ PALTRY MFT UiOT^TH. 
\MQTFAD, MIAKF A M\CF PAMKl^OLL, 
QFLL AMD TFA^ DOUiM FVFT^YTHIMO, 
AMD QTAT^T F^FQR 


Before you break ground on your tract of land, there are a few 

GENERAL CONCEPTS THAT CAN HELP IN DESIGNING AN EFFECTIVE LAYOUT. 

These tips will help you avoid trouble later on by using the space as 
MOST Sims like to see it. 

*There's plenty of room on a lot, but that doesn't 

MEAN YOU HAVE TO FILL IT. START BY BUILDING TO THE 
NUMBER OF SiMS YOU BEGIN WITH. YOU CAN ALWAYS 
BUILD OUT LATER. 

*Make the bathroom big enough to allow easy 

ENTRANCE AND EXIT. 

*PUT THE BATHROOM IN A CENTRAL LOCATION, 
PREFERABLY WITH TWO DOORS. 

*WlTH THREE OR MORE SiMS, BUILD TWO BATHROOMS, 
EITHER TWO FULL ONES OR A FULL BATH AND A HALF 

BATH (Sink and Toilet but not Shower/Bathtub). 







YOU CAM’T PUT Ui\M- 
DOUiQ DOOT^Q 
PtACT OPJTCTQ OM 
DlAOOMAt UiAttQ. 
T^ATMT^ THAM tOMO 
QTCTIOMQ, U9T OMT 0\^ 
TUiO DlAOOMAt QTO- 
MTMTQ AT CO^MTT^Q 
FO^ AM \MTTT^TQT\MO 
\MTTT^\OT^ QPACT. 


Waff Coverings 


^Locate the front door as closely as possible to 

THE STREET SO THE RUN FROM HOUSE TO BUS IS SHORT. 

*Buy your kitchen countertops and appliances 

FIRST AND LAY THEM OUT WHERE YOUR KITCHEN WILL 

BE. Then build walls around them. Leave room for 

MOVEMENT AND ADDED APPLIANCES AS YOU CAN 
AFFORD THEM. 

*Build an open dining area adjacent to the kitchen 
SO there's plenty of room for a large Table for 

ENTERTAINING AND SPACE TO SCOOT CHAIRS BACK 
AND FORTH. 

*Make bedrooms big enough for all necessary bed 

ROOM FURNITURE AND AT LEAST ONE SKILL OBJECT. 


There are 60 wall coverings, 
RANGING FROM §4 TO §17 PER 
SEGMENT. Though some are 


DESIGNED FOR INDOOR OR OUT- 


DOOR USE, YOU CAN USE ANY 


COVERING ON ANY SURFACE 


To PLACE WALL COVERING, PUT 
YOUR CURSOR ON A SECTION OF 
WALL AND PRESS START PAINTING, 

Drag the covering as far as 


Waffs and fences 


THE Place button, 


As A SHORTCUT, YOU CAN PICK J 

A SEGMENT OF WALL IN THE ROOM 

you'd like to decorate, then press and hold the Preview Room button. 
This covers all adjacent wall sections with the same covering so you 

CAN SEE WHAT IT'LL LOOK LIKE IN THE WHOLE ROOM. IF IT LOOKS GOOD, COVER 
THE ROOM IN ONE STROKE BY PRESSING THE PAINT ROOM BUTTON. 


ftaar Coverings 


Begin by framing your house with the Wall Tool. Select the Wall Tool 

AND PLACE THE CURSOR AT ANY TILE INTERSECTION. PRESS THE START 

Building button once to place a single wall section, or press Start 
Building and drag to place a longer wall. Walls can be built straight 

OR DIAGONALLY. USING DIAGONAL LINES ALLOWS YOU TO ADD INTERESTING 
ANGLES TO A SQUARE ROOM; SiMS APPRECIATE THIS BECAUSE IT IMPROVES 

Room score. 


Both interior and exterior 


FLOOR SECTIONS CAN BE COVERED 


BY A TILE OF YOUR CHOOSING. AS 


WITH WALL COVERINGS, YOU CAN 


USE INDOOR OR OUTDOOR COVER- 


INGS ANYWHERE YOU LIKE. I ^ 

One TILE COVERS A SINGLE GRID li ^ ^ 

SQUARE. You CAN DO AN ENTIRE U 

ROOM AT ONCE BY POINTING TO A 

TILE IN THE CHOSEN AREA, PRESSING THE PREVIEW ROOM BUTTON, AND 
PRESSING THE COVER BUTTON TO FINISH. 

The 42 floor coverings range in price from §4 to §22. 


Poors 


Doors are important to the 


FLOW OF TRAFFIC THROUGH YOUR 


HOUSE. They also serve to 


DELINEATE A "room" FOR I I 

Room score purposes. For fun- J 4 . 

DAMENTAL"D00R-N ESS," YOUR 

BASIC §80 Non-Materialistic ^ 

Door will do for all purposes. ^ 

The 10 DOORS range from §80 

TO §420. Select YOUR door and place it along a non-diagonal wall 
Use the rotate buttons to get it facing and swinging the correct 


Delete A WALL SECTION by 
PLACING THE Wall Tool cursor 


ON THE WALL, PRESSING THE 

Start Tear Down button, drag 

GING THE CURSOR ALONG THE 


UNDESIRED WALL, AND PRESSING 

THE Tear Down button. 


DIRECTION. Press the Place button to select its location. 


PKIMSSAMtSeOM 
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YOU CAM MOV^ UilMDOUlQ, 

WWMH AMD PlT^^PtACUQ JUgrr UKU AMY 
OTHPP 09XCT \M 9UY MIODP. 

\T 9HOULD AteO 9P MOTPD THAT 
Att THPQP DOOPQ, UilMDOUlQ, AMD CAM 

9P QOtD POP CA9R 


Wl N DOWS ARE A CRUCIAL PART / ■ ' — — 

OF YOUR HOUSE'S INTERIOR ! 

Room scores. All wi n dows i ■ 

PERMIT THE SAME AMOUNT OF j 

LIGHT, BUT Room score goes I 

UP WITH THE PRICE (§ 50 -§ 250 ) ' J*T. 

AND SIZE OF THE WINDOWS. ' 

Place THEM ALONG ANY NON- l — .. 

DIAGONAL WALL. The BASIC 

STRATEGY WITH WINDOWS IS TO PLACE AS MANY AS YOU CAN AFFORD, 



f/repfaees 

Fireplaces are another 

GREAT ENHANCEMENT FOR 

Room score, but only if 
YOUR Sims turn them on. 
When they're off, they 

HAVE NO EFFECT. 


fifeptaee Rom Soon 



Room Score 


_ Modesto Tile Fireplace 3 

Varmenkozze Euro Fireplace 4 

Bostonian Fireplace 4 

Place Fireplaces along non-diagonal walls. When you begin to add 

OBJECTS, KEEP ANYTHING FLAMMABLE (LIKE FURNITURE) FARAWAY FROM THEM. 


PfMtS 


Once the structure of your ^ ^ 

HOUSE IS DONE, WORK ON THE ^ ' i| '| ^ 

YARD. Plant as much vegeta- U- _ f 

TION AS YOU CAN AFFORD. LIVING ^ ^ I 

PLANTS ARE GREAT EXTERIOR 

Room score enhancers. A i 

GREEN OUTDOORS WILL SEND 

YOURSiMSOFFTO WORKWITH A > ^ 

NICE BOOST FROM ROOM SCORE. 

There are 22 kinds of plants (trees, shrubs, bushes, flowers, 

RANGING FROM §5 TO §500. 



P0OfS 


Your house can be enhanced 

WITH ANY OF FIVE SWIMMING 

Pools. They're beautiful to 

LOOK AT AND THEY PROVIDE 
GREAT EXERCISE. FOR A DOSE OF 

Fun, you can place an Official 
Diving Platform. 

Pools vary in size and 

SHAPE AND RANGE IN PRICE FROM 

§1,800 TO §6,075. 



Category 


Unlocked House 


NevaGess Secret Door 

Door 

Dudley's Trailer 

Pathmatic Sliding Door 

Door 

Shiny Things Labs 

That 70s Window 

Window 

Studio 8 

Varmenkozze 
Euro Fireplace 

Fireplace 

Pixel Acres 

Topiary Skull 

Plant 

Mimi's Place 

Bird of Paradise 

Plant 

Shiny Things Labs 

Giant Fern 

Plant 

Shiny Things Labs 

Cypress Tree 

Plant 

Toane's Gym 

High Dive 

Pool 

Toane's Gym 

Frigidarium Colossicus 

Pool 

Tinsel Bluffs 


\ 


¥ 








fiart 2f Bust Bui Bituk 


Can you take your unemployed Sim, living in his/her mother's house, This part will outline the gameplay structure and flow of Bust 


AND REACH THE TOP OF THE PROFESSIONAL LADDER WHILE ALONG THE WAY 


Out mode and discuss issues that pertain to every house within it. It 


TASTING ALL THE EXPERIENCES LIFE HAS TO OFFER? THAT IS, IN A NUTSHELL, ALSO PROVIDES WALKTHROUGHS OF EACH HOUSE SO YOU CAN BLAZE YOUR 

THE QUEST BEHIND BUST OUT MODE. THIS PART WILL TEACH YOU HOW TO OWN PATH THROUGH THE GAME. 

TAKE IT BY THE HORNS AND MAKE IT A GREAT RIDE. LET'S GO! 


BUST Out lt\ou£ 

The game is structured in a freeform fashion with a few chal- 
lenging THINGS YOU MUST DO AND SEVERAL DOZEN OPTIONAL THINGS 
THAT PROVIDE YOU WITH INTERESTING BENEFITS. TO GET A LEG UP, IT 
HELPS TO UNDERSTAND THIS STRUCTURE. 

The game is built around 13 houses, each assigned 

CAREER PATHS AND SPECIFIC LEVELS OF EACH CAREER. YOU CAN ^ 
ONLY BE PROMOTED TO A CERTAIN LEVEL IF YOU'RE LIVING IN THE 
CORRECT HOUSE. 

You MAY PURSUE SEVERAL OR EVERY CAREER AT ONCE WITHOUT LOi 
GROUND IN ANY OTHER CAREERS. IN OTHER THE SiMS GAMES (aND IN 

Free Play mode), if you switch careers, you lose all progress in 


THE CAREER YOU LEAVE BEHIND. THAT ISN'T THE CASE IN BUST OUT 
MODE. To UNLOCK EVERYTHING, YOU MUST PURSUE MULTIPLE CAREERS. 




YOU CAN MAINTAIN A CARiCCRi IN TH£ 
~ WRONG HOUSE AND DC PAID CVCRiY DAY, 

' PUT YOU WON'T P£ PROMOTED NO MATTER HOW 
QUAUFIED YOU ARE UNTIL YOU'RE \N THE RIGHT 
HOUSE. THE PUS DRIVER WRL ALERT YOU WHERE 
THE RIGHT PLACE FOR YOU \S. 





PKiM«eAMes.eoM 
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Houses uuH Cufeer Mhs 


House 

Careers Career Levels 


Mom's House 

All 

1 

Mimi's Place 

Fashion Victim, Movie Star, 
Counter Culture 

2,3 

Dudley's Trailer 

Paramilitary, Mad Scientist, 
Jock, Gangster 

2,3 

Studios 

Counter Culture, Fashion Victim 

3,4 

Goth Manor 

Mad Scientist, Movie Star 

3,4 

Toane's Gym 

Gangster, Paramilitary, Jock 

3,4 

Casa Caliente 

Counter Culture, Gangster 

5,6 

Shiny Things Labs 

Mad Scientist, Paramilitary 

5,6 

Club Rubb 

Jock, Fashion Victim, Movie Star 

5,6 

Pixel Acres 

Counter Culture, Gangster 

7,8 

The Octagon 

Paramilitary, Mad Scientist 

7,8 

Tinsel Bluffs 

Movie Star, Fashion Victim, Jock 

7,8 

Malcolm's Mansion 

All 

9,10 


Souls uui 
Sutuckuhtes 





The goal list shows which 

ITEMS HAVE BEEN UNLOCKED FOR 
A HOUSE. 


Every Bust Out house has a 

SERIES OF UNLOCKABLE ITEMS. 

Other elements of the game 

UNLOCK ITEMS AS WELL. ONCE 
UNLOCKED, THESE ITEMS 
BECOME AVAILABLE IN BOTH 

Bust Out and Free Play mode 

WHEN USING THE SAME SAVED 
GAME FILE. 




■0 -i 


Effectively, A SINGLE career path goes through six levels from 
Mom's House to Malcolm's Mansion. Which combination of houses 

YOU USE IS A FUNCTION OF WHICH CAREER(s) YOU ELECT TO PURSUE. 


- X90X PtAY^T^Q CAM HAVU mU\Pl9 
r / QAVgO OAM^Q, PUT OTHro COMQOU^ CAM 
f OMLY 9AVU TO OMT HtT Pm CAT^D. \F YOU OVTT^- 
WTT A QAVTD OAMT, Att YOUT^ UMtOCKQ Ulltt 99 tOeT 


*Level 1: Mom’s House 
*Level 2: Mini's Place, Dudley's House 
*Level 3: Studio 8, Goth Manor, Toane's Gym 
*Level 4: Casa Caliente, Shiny Things Labs, 

Club Rubb 

*Level 5: Pixel Acres, The Octagon, 

Hollywood House 
*Level 6: Malcolm's Mansion 

Assuming you wish to go through the game on a single career path 

(not THE ONLY OR BEST WAY TO PLAY, MIND YOU), HERE'S THE HOUSE PRO- 
GRESSION FOR EACH CAREER: 


Utuse Goals and Galockables 

Each house has a series of goals and unlockable things. Goals are 

ONLY AVAILABLE WHEN YOU MOVE INTO THE HOUSE AND CAN'T BE COMPLETED 
AS A VISITOR. 

The only mandatory goals in each house are the career goals, 

AND WHICH ONES YOU DO DETERMINE WHICH OF THOSE ARE MANDATORY. 

To QUALIFY TO MOVE OUT OF A HOUSE, YOU MUST COMPLETE ALL GOALS THAT 
CORRESPOND TO A SINGLE CAREER. IN OTHER WORDS, IF A HOUSE'S GOALS 
ASK YOU TO GET PROMOTED TO LEVEL 3 AND 4 OF SEVERAL CAREERS, GETTING 
PROMOTED TO LEVEL 4 IN JUST ONE OF THOSE CAREERS WILL ENABLE YOU TO 
MOVE OUT. 


Cureer Pregresshu kg House 

Career Level 1 Level 2 Levels Level 4 Levels Level 6 


Movie Star 

Mom's House 

Mimi's House 

Goth Manor 

Club Rubb 

Tinsel Bluffs 

Malcolm's Mansion 

Mad Scientist 

Mom's House 

Dudley's Trailer 

Goth Manor 

Shiny Things Labs 

The Octagon 

Malcolm's Mansion 

Counterculture 

Mom's House 

Mimi's House 

Studio 8 

Casa Caliente 

Pixel Acres 

Malcolm's Mansion 

Jock 

Mom's House 

Dudley's Trailer 

Toane's Gym 

Club Rubb 

Tinsel Bluffs 

Malcolm's Mansion 

Gangster 

Mom's House 

Dudley's Trailer 

Toane's Gym 

Casa Caliente 

Pixel Acres 

Malcolm's Mansion 

Paramilitary 

Mom's House 

Dudley's Trailer 

Toane's Gym 

Shi NY Things Labs 

The Octagon 

Malcolm's Mansion 

Fashion Victim 

Mom's House 

Mimi's House 

Studio 8 

Club Rubb 

Tinsel Bluffs 

Malcolm's Mansion 





V 


r 



mQQ^G^Q mOU YOUl^ 
HOUQ^MATUQ. THUY PT^OVID^ 
P^MlMDUPe AMD CtUUQ AQ TO HOUi 
TO m\QW OOALQ. 


There's more to do, than the mandatory. You can do all a house's 

CAREER GOALS BEFORE LEAVING, PROVIDING YOU MORE OPTIONS AS YOU GO 
THROUGH THE GAME AND UNLOCKING EVEN MORE ITEMS AND SPECIAL TREATS. 

It'S up to you how to handle this. 

Other goals involve doing something around the house or under- 
taking SOME ACTIVITY, AND STILL OTHERS INVOLVE VISITING ANOTHER HOUSE 
AND DOING SOMETHING THERE. EACH OF THESE GOALS UNLOCKS SOMETHING 
ELSE OF VALUE. 

Some goals can unlock other houses, but only for visitation. 

To UNLOCK A HOUSE FOR MOVING, YOU MUST ACHIEVE THE NECESSARY 
CAREER GOALS. 

The more goals you complete, the more things you unlock for your 

USE IN THE GAME. 


fhathf Qnhekabhs 

There are many unlockables that aren't tied to any one house. 

It's an unstated goal of the game to meet and/or befriend every 
NPC Sim in the game. Meeting a Sim for the first time unlocks an 

ELEMENT OF ATTIRE THAT YOU CAN, IN FUTURE, APPLY TO YOUR SiM WHEN YOU 
LOAD A SAVED GAME OR TO A NEW SiM IN FREE PLAY MODE. 

Befriending A Sim (getting relationship score above 50) lets you 
LEARN THAT Sim's "signature" social interaction. Collecting these 


BROADENS YOUR SOCIAL ARSENAL AND LETS YOU DO ALL KINDS OF THINGS 
WITH OTHER Sims. 






j IP YOU*PC TPYIMO TO UMtOCK 

^ ^ TVTPYQOC\AUMTroACT\OM\MTHTOAMT,YOU 

/ DOM’THAVT TO PTFPITMD MALCOLM LAMD0PA9RHT 
HAQ MO QIOMATUPT QOClAt IMTTPACTIOM. 


There is a special class of floating goals called family goals. 
Although these appear in lists of house goals, they're actually tied 

TO SEVERAL HOUSES. 



Proposal, Bust Out style 


\ 

You CAN SATISFY A FAMILY GOAL AT ANY HOUSE IN WHICH IT APPEARS, AND 

IT WILL BE MARKED SATISFIED FOR ALL OTHERS. THE UNLOCKED OBJECT FOR 
EACH FAMILY GOAL IS THE SAME. 

Family goals are: 


*Get Married: Level 4, 5, 6 houses. See "Making 
Friends and Influencing Sims" for the how-to on 

PROPOSING. 

*Raising Babies: Level 5, 6 houses. See "Making 
Friends and Influencing Sims" for the how-to on 

MAKING BABIES AND RAISING KIDS. 

*Educate Kid: Level 6. See "Skills and Careers" for 

DETAILS ON EDUCATING KIDS. 


In each case, the spouse and child you acquire join you in every 

HOUSE THEREAFTER. FAMILY GOALS ARE OPTIONAL AND CAN BE IGNORED 
COMPLETELY IF YOU WISH. 


Oohcking free Phy aerf 
Twe-Pfeyer Ate<te 


Free Play and Two-Player 

MODES aren't AVAILABLE 
IMMEDIATELY AFTER CREATING A 

Sim. You must first complete 
THE Dream Sequence that 

BEGINS THE GAME AND SAVE AT 

Mom's House to make these 

AVAILABLE FOR YOUR USE. 

Afterwards, you can access 

THESE OPTIONS FROM THE 
GAME'S STARTUP MENU. 



The goal list shows which 

ITEMS HAVE BEEN UNLOCKED FOR 
A HOUSE. 


For Two-Player mode, you must have two save games available (one 
PER player) that are SAVED AT MOM'S HOUSE OR LATER. (ON THE 
PlayStation 2 and GameCube, this requires two memory cards since 

THERE CAN ONLY BE ONE SAVED GAME PER CARD.) TO INITIATE TWO-PLAYER 
MODE, ATTACH TWO CONTROLLERS AND INSERT BOTH MEMORY CARDS IF 
USING A PlayStation 2 or GameCube. When the main menu displays, 

LOAD THE FIRST PLAYER'S BUST OUT GAME AND PRESS ON THE SECOND 

CONTROLLER. THEN LOAD THE SECOND SAVED SiM. 

Oef/ee Weekeed Mede witk 
PhySMiee 2 

PlayStation 2 owners who also own a PlayStation 2 network 

ADAPTOR CAN PLAY IN A WHOLE NEW WAY. INVITE FRIENDS TO VISIT YOUR 

HOME IN Bust Out or Free Play mode for an "online weekend" where 

YOU CAN WORK TOGETHER TO ACHIEVE GOALS, MAKE MONEY, AND UNLOCK 

objects! The basic requirement for the Online Weekend is the same as 
Two-Player mode: You must first complete the Dream Sequence, then 

SAVE YOUR GAME AT MOM’S HOUSE OR LATER. CONSULT YOUR MANUAL FOR 
THE MECHANICS OF ONLINE PLAY. 

✓ 


PRmGAM£S.C0M 






Bust But MuBu m<t 
free Btef Beuses 

When playing Bust Out mode, you can (after moving into one of the 
LEVEL 4 houses) VISIT THE THREE FREE PLAY LOTS AND INVITE THEIR INHABI- 
TANTS OVER TO VISIT. You CAN ESSENTIALLY CREATE YOUR OWN LEVELS AND 
SETUP DESTINATIONS IN FREE PLAY THAT BENEFIT YOUR BUST OUTSiMS. 

You COULD, FOR EXAMPLE, SET UP A FREE PLAY HOUSE WITH SiMS OF COM- 
PATIBLE STAR SIGNS TO MAKE GAINING OF FRIENDS FOR CAREER PROMOTIONS 
EASIER. You MAY ALSO PLAY THESE FREE PLAYSiMS TO EARNS LOTS OF 
MONEY AND BUY LOTS OF STUFF, PARTICULARLY HIGH-LEVEL SKILL OBJECTS 
THAT YOUR BUST OUTSiM HAS UNLOCKED BUT CAN 'T YET AFFORD. YOUR BUST 

Out Sim may then visit this lot to take advantage of its amenities. 


J ---r. VVHEN PLAYING FREE PLAY MODE, YOU 

/ CAN'T INVITE OVER PU6T OUT NPCe OR 
> SAVED Q\m. UKEUnSE, THEY WON'T DROP PY 
FOR V\e\TS. 

ON THE OTHER HAND, FREE PLAY Q\m CAN 
PE CALLED AND VmED FROM PUST OUT MODE. 

THEY ALSO ATTEND THROWN PY YOUR PUST 

OUT SIM. 


Being a housemate confers all kinds of benefits and imposes several 

RESPONSIBILITIES. You CAN, FOR INSTANCE, PREPARE FOOD IN A HOUSE 
YOU INHABIT AND SLEEP IN ITS BEDS, BUT THAT'S JUST A SMALL TASTE OF 
THE ADVANTAGES. YOU CAN ALSO ACCESS THAT HOUSE'S GOALS. 

Learn what you can and cannot getaway with, and you'll be able 

TO LEVERAGE EACH HOUSE TO YOUR ADVANTAGE. 


8t7/s 


When you live in a house, 

THE BILLS ARE YOUR RESPONSI- 
BILITY; YOUR NPC ROOMIES 
won't PAY THEM. IFYOU NEG- 
LECT THEM, THE REPO MAN 
WILL COME AND TAKE HIS DEBT 
IN OBJECTS. 






'd 


Those bills are going to iviake 

HER FEEL EVEN WORSE. 

CbMjliif Vtuf Htuse 

Once you live in a house, you can do anything you want with its 
OBJECTS. Sell everything if you like and start from scratch; the cur- 
rent RESIDENTS WON'T BE OFFENDED. 

If you're strapped for cash, sell all the art objects in the house 

AND SPEND THE PROCEEDS ON USEFUL MOTIVE OR SKILL OBJECTS TO FACILI- 
TATE YOUR GOALS. 

The only important limitation is maintaining the value of the 

HOUSE, WHICH you'll HAVE TO SETTLE UP WHEN YOU MOVE OUT. 


Moving Out 


When you've achieved the mandatory career goals for a house (gen- 
erally GAINING TWO PROMOTIONS IN ONE CAREER PATH), YOU ARE PERMIT- 
TED TO MOVE TO ANOTHER HOUSE. AS MENTIONED EARLIER, YOU HAVE FREE- 
DOM OF CHOICE AS FAR AS HOUSES ARE CONCERNED. ANYTHING THAT HAS 
BEEN UNLOCKED FOR MOVING IS FAIR GAME. 


k^ 



- YOU CAM MOVU 9ACK \MTO A 
^ / - YOUVa \MHA9VTH) TO COMPtCT^ 

^ AMY mmmw ooalq just to hamo out fot^ 

A UiHltT. 
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Switching Sims 


Once you move into a house, starting with level 3 houses (Studio 8, 
Goth Manor, and Toane's Gym), you may switch control to one other 
Sim in your house. As the game progresses, you control more and 
MORE Sims, eventually manning an entire household. 

This can be very useful. Although these Sims can't achieve your 

GOALS FOR YOU, THEY CAN BE USED TO DO CHORES, PREPARE MEALS, OR DO 
TIME-CONSUMING REPAIRS THAT YOUR SiM IS TOO BUSY FOR. EARLY ON, SET 
THESE Sims to improving their Cooking and Mechanical skills, and 

YOU MAY NEVER NEED TO HIRE A REPAIRMAN AGAIN. 


To MOVE OUT, SELECT YOUR VEHICLE AND CHOOSE "MOVE OUT." 

Settling ufi the Simoieons 


When you move out, your 

ERSTWHILE HOUSEMATES TALLY 
UP THE HOUSEHOLD FINANCES 
AND TELL YOU IF YOU OWE ANY- 
THING OR IF THEY OWE YOU. 



Getting back your simoleans. 





The game begins, or so it 
SEEMS, AT Club Rubb. An 
ALLURING Sim of the opposite 
SEX BECKONS, AND THINGS 
QUICKLY ESCALATE. SELECT THE 
WILDLY GESTURING SiM AND 
PLANT A KISS ON HIM/HER. 


9UILD QYWXQ AT MOM’Q. Al^^ 

MAMY MATTWt AT UlOl^K AT 

MOM’Q HOUQT THAT Al^T\P\C\AttY 
eUPPOl^T YOUP MOOD. TH\9 MAKPQ IT 
A OPPAT PtACP TO UiOPK OM QYWXQ; JUST MOVP PACK 
TO MOM’9 AMY TIMP YOU MPPD QOMP TPAIMIMO. 

UQP TH\e ADVAMTAOP AMD OPT YOUP COOWMO AMD 
MPCHAMICAP QKltPQ UP TO AT tPAQT 3 PPPOPP YOU 
OPT A JOP 


This amount is calculated by taking the collective net worth of the 

HOUSE WHEN YOU LEAVE AND SUBTRACTING THE NET WORTH WHEN YOU 
ARRIVED. This takes into accountant objects you've bought for the 
HOUSE AND ANY OBJECTS you've SOLD. IFTHE NET WORTH OF THE HOUSE IS 
LESS THAN WHEN YOU ARRIVED, YOU MUST PAY THE DIFFERENCE. IF IT'S MORE, 
THEY PAY YOU SO THEY CAN KEEP THE OBJECTS YOU BOUGHT. 

Rest ASSURED, it all comes out even in the end. 

a Hew Heme 

Once in your vehicle, you 

PICK THE NEXT PLACE YOU 

WANT TO GO. You MAY SELECT * 

ANY HOUSE YOU'VE LIVED IN 
PREVIOUSLY OR ANY HOUSE 


YOU VE UNLOCKED BY ACHIEV- 
ING CAREER GOALS. HOUSES 


UNLOCKED FOR VISITATION 
ONLY ARE NOT AVAILABLE. 


Consult THE tables in this 


SlJVlClTY IS YOUR OYSTER. WHERE 
WILL YOU GO? 


SECTION TO DECIDE WHERE TO GO NEXT FOR YOUR DESIRED CAREER. 

Good luck, it's going to be exciting. 


■riH| Then, as happens every 
nl NIGHT, Mom pops up and 


RUINS THE FUN. You REALLY 


NEED THERAPY. 


MOM HAQ VPPY H\OH COOKIMO QYMIQ. 
LPT HPP MAKP MPAPQ, AMD HPP HOMP 

cooKiMO una pppppqh you. 


m 


*Unlock: §50 

Press the Change Game Speed button to switch back and forth to 

DOUBLE SPEED. 


(ImU) 


BY DEFAULT, CHANGING THE GAME 
ePECD ONLY LAere as long as you hold 
DOWN THE DUTTON. YOU WANT THE DUTTON TO 
SWITCH DOUDLE SPEED ON AND OFF WITH EACH 
PRESS, GO TO “OPTIONS" AND ACTIVATE "FAST 
FORWARD TOGGLE." 


mm A 




*§50 

*Maid services 
*Cancilla 75 Super Scooter 


*Unlock: §50 

Venture into the kitchen and 

DEVOUR WHATEVER MOM 
COOKS. Whatever you do, 
don't do the cooking your- 
self (you'll probably start a 
fire). When your Hunger 

MOTIVE METER REACHES THE 
TOP, THE GOAL IS SATISFIED. 


piumemts.eoi# 
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^Unlocked How: Tak^ -P p 
Jock, Mad Scientist ppp' 
*Careei^/Levels: Pa: r: 

Gangster (levei:: 

*Humberof Unlocio 


if# # if# M# ##«^^ 

## impty fow ^ 

**1 Imi nri/* r AMriii a 7 <^ Qiidcd QrnriTCD 


*Unlock: Maid Service 


*Unlock: Cancilla 75 Super Scooter 
^Unlock: Mimi's Place, Move or Visit 
*Unlock: Dudley's Trailer, Move or Visit 


Ob/ectives i# Umi 
Stuff to Sufm i### 
fuu Uvet 


Sit on the Couch and watch 
TV OR DANCE TO THE STEREO 
UNTIL YOUR Fun is high. When 
it's high enough, the objec- 
tive IS COMPLETE. 


L i JOB 

r, Jock, Mai: 


_v 


\BLES: 15 
JiMi's Place (Move), Goth wakor 
iWE's Gym (Move or Visit), 
Things is (Visit), Club 


*Unlock: §50 


J|P»~ T^ ONCC THC ecOOTCR 16 UNLOCK£D, 

£ITH£R| MIMI ORi DUDUY (DEPENDING 
JOP YOU TOOK AND WHICH 
HOUSE IT UNLOCKED) WILL PERilODI- 
CALLY DRiOP PY WHILE YOU’RE AT MOM'S, RAISE 
YOUR RELATIONSHIP SCORE WITH MIMI OR DUDLEY 
UP TO 50. WITH THE MOTIVE SUPPORT FROM 
MOM'S HOUSE, IT’S EASIER TO DO HERE THAN 
AFTER YOU MOVE. ALSO PECOME FRIENDS WITH 
MOM. you'll need LOTS OF FRIENDS LATER IN THE 
GAME AND MOM IS ALMOST A "fREE FRIENd". 


jPRWV THERE'S ALWAYS MONEY TO PE HAD 
aW'lfaMM AT MOM'S. WHEN YOUR PALANCE 

DROPS PELOW #100, THE PHONE WILL 
EVENTUALLY RING WITH MORE MONEY. 
REPEAT THIS AS MANY TIMES AS YOU LIKE. WHEN IT’S 
TIME TO MOVE OUT, SELL ALL THE THINGS YOU 
POUGHT, AND YOU'LL HAVE MORE CASH THAN YOU 
STARTED WITH. 


Head to the bathroom and use the 
Toilet. When you're all done, the 

OBJECTIVE IS DONE. 


THERE ARE 

- NO PILLS TO 

PAY AT MOM’S HOUSE. 


UNLOCKIMO 

Qmy\c^ \Q cmc\M 

Q\MC^ OMC OP THP 
PIT^QT THIMOQ YOU 
QHOUtD DO \M PACH 
HOUQP \Q CALL 
A MA\D. OTHP^UllQP, 
YOU AMD YOUT^ 
HOUQPMATPQ Ulltt 
HAVP TO DO Att THP 
CtPAMlMO, AMD 
THAT'Q A 


Head out to the front yard and pick up the Newspaper, selecting 
"Find A Job." Pick whichever career track you want to start with 
(see "Bust Out Mode, 

Overview" for more detail). 

Once you ' re gai n fu lly p • 

r 

EMPLOYED, THE OBJECTIVE IS ^ 

COMPLETE, AND YOU CAN MOVE " ^ - 

TO A NEW HOUSE. 
















*§200 SiMOLEONS 

*Neon Flamingo Sign 

*§50Simoleons 

*NevaGess Secret Door 

*Big Mouth Chair 

^Portable Up-Light 

*DOT-55C Disposal Drum 

*PuLL My Finger Social 

*Dude Buggy 

^Serenade Social 

^Experimental Lamp 

*Torchemada Wall Torch 

*HellaGraphix 1024 

*What the Puck! Air 

"Diamond Edition" 

*Nag about House Social 

Hockey Table 


AT MOM’Q WOUQ^. \P YOU DUPtHT 
f YOUl^ 9AMK ACCOUMT PaOUi ^100, 
YOUTt OPT A PHOMP CALL PTOV\D\MO 
P^PP MOMPY 


internet 
0tAef Sim 
Stt^sfy Sour 


*Unlock: §50 

Interact WITH anyone (including Dudley) just to get the hang of it. 
When your Social motive rises a bit, the objective is done. 


Ok/eeiivei Set 
Snow Sudley Seiiet 


*Unlock: Pull My 
Finger Social 


Interact WITH Dudley and 
GET THE RELATIONSHIP SCORE TO 35. 




*Unlock: §200 

If YOU didn't do it already at 
Mom's House, study Cooking 
AT THE Bookshelf to get at 
LEAST 1 Cooking skill point. 


DUDtPYQ A VPV^Y OOOD COOK. PMJOY 
W\Q POOD l^ATHPl^ THAM UIAGTIMO T\MP 
MAKIMO YOUl^ OUIM. 


Ofy'eetivet ln¥ite 
iHom over to Seur 
Hew Piece 


^Unlock: Nag about 
House Social 

Call Mom on the phone and 

INVITE HER OVER. THE GOAL IS 
COMPLETE WHEN SHE ACCEPTS. 


HisH 

Stmts Wees #i 
M Her te Mi 


^Unlock: Big Mouth Chair 

Get ON YOUR VEHICLE AND VISIT 

Mimi's Place. Once there, use M 
THE Pull My Finger interac- h 

TION YOU LEARNED FROM INTER- 9 
ACTING WITH DUDLEY. 

Only do this one if you've 

ALREADY COMPLETED THE "Get 
TO Know Dudley Better" ^ 

OBJECTIVE. 


PHiAMCHAtiSeOAt 


m 





vSf 


*Unlock: DOT-55C 
Disposal Drum 

Pick up all the junk off the 

FLOOR OR HIRE A MAID (vIA THE 
telephone) TO DO IT. 


Ob/ettimt M 
PbUbii f#f #if MtNf 

SeSmHbt 6 N«er 

^Unlock: Torchemada Wall Torch 
^Unlock: Dude Buggy 
^Unlock: Shiny Things Labs, Visit 

Get A JOB IN THE Mad Scientist career and go to work in a good mood. 
There are no other requirements for this career level 



^Unlock: NevaGess Secret Door 
^Unlock: Club Rubb, Visit 
^Unlock: Dude Buggy 


Get A JOB IN THE Gangster career and go to work in a good mood. 
There are no other requirements for this career level. 

Ob/ecibm M 

^Unlock: What the Puck! Air Hockey Table 
^Unlock: Dude Buggy 

Get A JOB IN THE Jock career and go to work in a good mood. There 

ARE NO OTHER REQUIREMENTS FOR THIS CAREER LEVEL. 



Ob/ectiv 0 $ $et 

^Unlock: HellaGraphix 1024 "Diamond Edition" 
^Unlock: Dude Buggy 
*Unlock: The Octagon, Visit 

Get A JOB IN THE Paramilitary career and go to work in a good mood. 
There are no other requirements for this career level. 

Ai Mt mwr 
Smttiibi Cfurmit 

^Unlock: Experimental Lamp 

^Unlock: Goth Manor, Move or Visit 

With a job as Potion Tester in the Mad Scientist career, go to work 

IN A GOOD MOOD AND WITH ALL REQUIRED SKILL POINTS. 

Btirgiw bn 

^Unlock: Serenade Social 

With a job as Shoplifter in the Gangster career, go to work in a 

GOOD MOOD AND WITH ALL REQUIRED SKILL POINTS. YOU HAVE TO BUY AN 

Easel to get the necessary skill, or use the one at Mimi's or Mom's. 

^Unlock: Neon Flamingo Sign 

With a job as Ball Collector in the Jock career, go to work in a good 

MOOD AND WITH ALL REQUIRED SKILL POINTS. 

0bkcifbb9 0ei to 

tmimetof in 
thb bormititory 
Bbteet 

^Unlock: Portable Up-Light 
^Unlock: Toane's Gym, Visit or Move 

With a job as Boot Polisher in the Paramilitary career, go to work 

IN A GOOD MOOD AND WITH ALL REQUIRED SKILL POINTS. 






mnttf s KacE 

(Level 2) 


^Unlocked How: Take a level 1 job in Counter Culture. 

Fashion Victim, or Movie Star careers. 
*Careers/Levels: Counter Culture, Fashion Victim, 
Movie Star (levels 2 and 3) 

^Number of Unlockables: 13 
^Unlocks Houses: Dudley's Trailer (Move), Goth 
Manor (Move or Visit), Studio 8 (Move or Visit), 
Tinsel Bluffs (Visit) 

*Resident(s): Mimi Landgrabb 


^Unlock: Use "Sign 
Language" Social 


Interact with Mimi and get 
THE RELATIONSHIP SCORE TO 35. 


Ob/edlvei Heve Oee 
smPeitif/n Ceekieg 


*"VenuSpice" Dresser 
BY Polly Vinyl 
*§ 200 SiMOLEONS 
*§50 Simoleons 
*C oNFUcius Wall Lamp 
*Epicurious Gourmet 
Stove 

*Exoticalistism Floor 
Lamp 

*Give Money Social 


*GossiP Social 
*Matsuura Imposter 
Type-S 

^Repairman Service 
*SlushRush Bar 
Counter 
*Topiary Skull 
*U sE "Sign Language 
Social 


^Unlock: §200 

If YOU didn't do it already at 
Mom's House or Dudley's 
Trailer, study Cooking at 
THE Bookshelf to get at 
LEAST 1 Cooking skill point. 


Ob/ective! Invite Mem 
Over te Yeur Hew Piece 


A9 AT MOM’Q HOUQC AMD DUDUVQ 
T^AIU^, \P YOU DCPtCTC YOUT^ 
9AMK ACCOUMT PaOUi ^100, 
YOUtt OCT A PHOMC CALL PTOVID- 
\M0 P^CC MOMCY 


^Unlock: Give Money 
Social 


Call Mom on the phone and 

INVITE HER OVER. THE GOAL IS 


COMPLETE WHEN SHE ACCEPTS. 


Ob/eelbmt Me feet 
with Other Sims te 
Setisfy Yeer Seclel 


*Unlock: Topiary 
Skull 


*Unlock: §50 

Interact WITH anyone (including Mimi) for a bit just to get the hang 
OF IT. When your Social motive rises a bit, the objective is done. 


Get on your vehicle and visit 
Dudley's Trailer. Once there, 
USE THE Use "Sign Language" 


INTERACTION YOU LEARNED BY 


mWQ A OOOD COOK. CMJOY ]\m 
POOD T^ATHP^ THAM UiAQTlMO T\MP 
MAKING YOUl^ OUIM. 


INTERACTING WITH MIMI. 


Only do this one if you've already completed the "Get to Know 
Mimi Better" objective. 



PKiM«eAMes.eoM 
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Unlocked How: Mimi's Place (Mi 


Trailer (Mad Scie 


*CAREERS/LE VELSi 


AND 5) 


*NUMBE! 


NLOCI 




(H^ee^ Cet (0 

^Unlock: Epicurious Gourmet Stove 
^Unlock: Pixel Acres, Visit 
^Unlock: Matsuura Imposter Type-S 


Poubte k Hie ihtfk 
St«fCm$r 


*Unlock: Exoticalistism Floor Lamp 
*Unlock: Goth Manor, Move or Visit 


With a job as Kiddie Show Sidekick in the Movie Star career, go to 

WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


Objective! Cet to iO'ditie 
Show SideMek io Movie 
Star Career 


Ob/ecHve! Get to 
I Uttgerie Mode! in the 
fasbioo liietim Career 


^Unlock: SlushRush Bar Counter 
^Unlock: Matsuura Imposter Type-S 


Get A JOB IN THE Fashion Victim career and go to work in a good 
MOOD. There are no other requirements for this career level. 


^Unlock: "VenuSpice" Dresser by Polly Vinyl 
^Unlock: Studio 8, Move or Visit 

With a job as Lingerie Model in the Fashion Victim career, go to work 

IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


Ob/retMet Get te 
Gasket Ideaver M tbe 
Coaater Gettm Career 


^Unlock: Confucius Wall Lamp 
^Unlock: Studio 8, Move or Visit 

With a job as Leaflet Distributor in the Counter Culture career, go 

TO WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


^Unlock: Gossip Social 
^Unlock: Matsuura Imposter Type-S 
^Unlock: Tinsel Bluffs, Visit 

Get A JOB IN THE Movie Star career and go to work in a good mood. 
There are no other requirements for this career level. 


ObJeetMe: Ma kit tbe 
Brokm Jbktgs 


^Unlock: Repairman 
Service 

Repair the Espresso Machine 
(in the kitchen) or hire a 
Repairman (via the telephone) 


Get A JOB IN THE Counter Culture career and go to work in a good 
MOOD. There are no other requirements for this career level. 







*Gene Genie Incubator ^Anatomical Skeleton 

*Boggs' Memorial Display 

Commode *RGB Flashback 

*TumulTech "Sim- *Nag about Friends 

Phony" Synthesizer Social 

*Do Magic Trick Social *Kiss Hand Social 

*Tell Story Social 
♦Specter Detector 
Seance Table 



♦Unlock: RGB 
Flashback 


Visit Dudley's Trailer and 


WALK TO THE REAR OF HIS PROP- 
ERTY. Near the broken-down 
CAR IS A LARGE FERN. SELECT IT 



WITH \T6 HIGH-CND LOGIC (INCUBATORi) 
AND CRiEATIVE (SYNTHEeiZERi) eWLL 
ITEMS, GOTH MANOR IS THE PLACE TO 
WORK ON THOSE TWO SKILLS. 




♦Unlock: Nag about 
Friends Social 
and/or Kiss 
Hand Social 


Elevate your relationship 

SCORE WITH EITHER BELLA OR 

Mortimer Goth (or both) to 50 or more and receive their 


RESPECTIVE SIGNATURE SOCIAL INTERACTIONS. 


0i/eeifi^et Cwtrot 
Another S/m hv 
Pr^/ng the chnnge 
Sim Bntten 


♦Unlock: Tell Story Social 


Press the Change Sim button and shift control from your pri- 
mary Sim to the housemate Sim of the same gender. Once this is 


DONE, YOU CAN SWITCH BACK AND FORTH AS YOU PLEASE, 


AND CHOOSE "STEAL FERN." RETURN TO GOTH MANOR. 




for thn Sethi 


Iff Iff ffffjirf fffrwfff^ff 


♦Unlock: Specter Detector Stance Table 

Purchase any objects for the house that total at least §1,000. When 
you've placed objects of enough value, the objective is complete. 

You MUST DO THIS BEFORE THE "EXORCISE THE GHOSTS" OBJECTIVE. 




I V ■ '■ 

♦Unlock: Anatomical \ | ^ ^ 

Skeleton Display i ' 

Once you have unlocked the " 

Seance Table (see "Buy §1,000 ’ 

WORTH OF Improvements for 

THE Goths"), buy it and place it somewhere in the house with a Chair 


Use the Contact Spirits interaction after nightfall as many times 

AS NECESSARY TO EXORCISE ALL THE HOUSE'S GHOSTS. WHEN THE LAST ONE IS 


FREED, THE OBJECTIVE IS COMPLETE. 


Oh/^Kthm Setts Seme 

hhek intn k the 


♦Unlock: TumulTech "Sim-Phony" Synthesizer 

With a job as Stunt Double in the Movie Star career, go to work in a 
GOOD MOOD AND WITH AT LEAST Charisma SKILL 2, Body 1, AND TWO Friends. 
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*Miss Memo Sleeper 
*Nuggie Social 
*Show Off Muscles 
Social 

*Snap Towel Social 
*SoNic Shower 
*Turntablitz DJ Booth 


*Aromaster Whifferpuff 
"Gold" 

*Bear Hug Social 
*Flush Force 5 XLT 
*High Dive 

*Life RocksI Climbing 
Wall 

*Maximoto Tsunami 
X-TEQ 




Ob/eeti¥e! Cet to (t/ius 
Broed&r in the Mod 
SdeoHst Comr 


^Unlock: Gene Genie Incubator 


With a job as Pyro in the Mad Scientist career, go to work in a good 

MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


*Unlock: Bear Hug 
Social and/or 
Nuggie Social 


Elevate your relationship 

SCORE WITH EITHER GOLDIE OR 

Max (or both) to 50 or 


Stoi Coteof 


MORE AND RECEIVE THEIR 


^Unlock: Do Magic Trick Social 

^Unlock: Club Rubb, Move or Visit 

With a job as Horror Movie Extra in the Movie Star career, go to 

WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


RESPECTIVE SIGNATURE SOCIAL 


INTERACTIONS. 




0A/eetMet Cet to 
Chemist to the Mod 
SeieoHst Core&t 


*Unlock: Snap Towel Social 


^Unlock: Boggs’ Memorial Commode 
^Unlock: Shiny Things Lab, Move or Visit 

With a job as Virus Breeder in the Mad Scientist career, go to work 

IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


Press the Change Sim button and shift control from your primary 
Sim to the housemate Sim of the same gender. Once this is done, you 


CAN SWITCH BACK AND FORTH AS YOU PLEASE. 




wdley'sTrai 


^Unlock: Maximoto 
Tsunami X-TEQ 


Visit Dudley's Trailer, AND 1^ ^ ^ 

HE'LLTHROWA PARTY IN YOUR ^ v. 

HONOR. Go IN THE AFTERNOON i 

SO there's time for the 

PARTY TO GET SWINGING BEFORE THE COPS COME. YOU MUST EXCHANGE 
PLEASANTRIES WITH EVERYONE AT THE PARTY. TO FULFILL THE OBJECTIVE, YOU 
MUST HAVE A RELATIONSHIP SCORE OF 5 OR GREATER WITH DUDLEY AND 


ABLES: 12 

Iasa Caliente (Move or V 
(Move or Visit), Club Rui 


t|E Toane, Max Toane 
is: Life Rocks! Cli ng Wi 
icUTIVE TREj “ iILL 






Impnveme^ts 
kt ihe $pm 

*Unlock: Flush Force 5 XLT 

Purchase any objects for the house that total at least §1,000. When 
you've placed objects of enough value, the objective is complete. 




eOON AFTERi YOUR ARRIVAL, PUT mX 
OR GOLDIE TO WORK IMPROVING THE\R 
COOWNG eWLL. PUY THE EPICURIOUQ 
GOURMET STOVE AND LET THEM TRAIN 
AT HIGH SPEED. THEN, AT THE MEMPERSHIP PARTY, GET 
THEM INTERACTING WITH \T AND SERVING UP FOOD TO 
THE HUNGRY GUESTS. 
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i.; j 


^Unlock: Turntablitz 
DJ Booth 

To BRING IN THE POTENTIAL 
MEMBERS, YOU HAVE TO THROW 
A SHINDIG. Cater to your 
guest's motives so they 
won't leave before you can 
ENROLL FOUR Sims. 

Start by selling off anything unnecessary. This includes the exer- 
cise EQUIPMENT. Next, buy as many Fun group objects as you can 

AFFORD AND PUT THEM IN THE PARTY ROOMS WITH PLENTY OF PLACES TO SIT. 

The Video Game Console works nicely for parties. Make sure the Hot 
Tub is clean and functional. Remember, you must increase the house 
VALUE BY §1,000 OR YOUR FRIENDS WON’T ACCEPT YOUR INVITATION LATER. 



THU UOHT QHOUi THU 

AT^U OOOD THIIMOQ to put 
IN THU PAPTY POOM, 9UT TO THUIP 
UNUPOY UNHANCUMUNT QUTTINOQ. TH\Q 
OWUQ A PAQQWU UNUPOY P009T TO UVUPYONU \N THU 
POOM, THU HAPDUer MOTWU TO QUPPUY TO OUUQTe. 


Be sure there's an Espresso Machine that's easy to get to and 

KEEP THE FOOD COMING. USE THE ROOMMATE YOU CAN CONTROL TO COOK 
THE FOOD, LEAVING YOU FREE TO MINGLE. 

On the day of the party, skip work and max out your motives 

AROUND LUNCHTIME. USE THE PHONE TO INVITE FOUR FRIENDS; THIS STARTS 
THE PARTY. GO MAKE THE FIRST BATCH OF FOOD. 


TObwtBfciliifii 




J 



THU OOAt \Q TO HAVU THU PAPTY PAOU 
ON tONO UNOUOH TO QATIQUY THU 
OPJUCTWU. TH\Q MUANQ QTAPTINO 
UAPUY PUCAUQU AUTUP V.00 AM, THU 
POUCU QHOUl UP AND QHUT YOU DOWN. 


V 


If the party peters out before you enroll four Sims, you'll have to 

TRY AGAIN ANOTHER DAY. 



While the party rages, pick out four friend Sims and invite them 
TO JOIN THE Gym. If you get four of them to accept your offer, you 
SATISFY THE OBJECTIVE. NONFRIENDS WILL NOT ACCEPT. 

Oif/eetA^et Cet 
SUtrt&r h the Jeek 


^Unlock: Life Rocks! Climbing Wall 

With a job as Rookie in the Jock career, go to work in a good mood 

AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

0h/eetive! Cet te Cer 
thief k the 0m^$tm 


^Unlock: High Dive 

With a job as Burglar in the Gangster career, go to work in a good 

MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

0kiHithm th 
Petetmp^ht 

^Unlock: Show off Muscles Social 

With a job as Drill Instructor in the Paramilitary career, go to work 

IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 




8t 






KTER CULTURE: 


Fashion Victim 


r), Casa 


er'sWhe 


Ob/eetivet Oet # 4 #- 
Stur bi the Mek Cmm 


Cou 


^Unlock: Aromaster Whifferpuff "Gold" 

^Unlock: Move or Visit, Club Rubb 

With a job as Starter in the Jock career, go to work in a good mood 

AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


Ob/ecHve! Cet h 
Mu00er in tbe Qwng$t» 


^Unlock: Sonic Shower 

*Unlock: Casa Caliente, Move or Visit 

With a job as Car Thief in the Gangster career, go to work in a good 


MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


Objeetkm Cet te 
Cbepp&t Pitet in the 
PmmiUtnrp Cnreer 

^Unlock; Miss Memo Sleeper 
^Unlock: Shiny Things Labs, Move or Visit 

With a job as Paratrooper in the Paramilitary career, go to work in 

A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


*8-Step "Love Yourself" *Floyd Co. Laser Light 


Wall Lamp 
*Air Kiss Social 
*Artist's Block 
*Cruisette Leviathan 
*Fake out Social 


Show 

*KraftKing Potter's 
Wheel 

*SissY Fight Social 
*Tell Lies Social 


^Unlock: Fake out 
Social and/or Tell 
Lies Social 

Elevate your relationship 

SCORE WITH EITHER ARTIE OR 

Charity (or both) to 50 or 

MORE AND RECEIVE THEIR 
RESPECTIVE SIGNATURE SOCIAL 
INTERACTIONS. 



' 

4 . 


V J \ 

^ 


Cb/eetb^ei imtmt 


*Unlock: Sissy Fight Social 

Press the Change Sim button and shift control from your primary 
Sim to the housemate Sim of the same gender. Once this is done, you 

CAN SWITCH BACK AND FORTH AS YOU PLEASE. 

Cbjeetibet Pisit klimts 
Piece end Meke Sere 
ktimikf m 


^Unlock: Cruisette 
Leviathan 

Visit Mimi's Place and pick up 
HER TRASH. When every piece 
IS IN THE CAN, YOU COMPLETE 
THIS OBJECTIVE. 











lV0rtA ^Improvements 


^Unlock: Beeiaphone Guitar 

Purchase any objects for the house that total at least §1,000. When 
you've placed objects of enough value, the objective is complete. 

Ob/eetivef ttove o Crest 
Art Openly Cp 



won't leave until the party is 

CONSIDERED A SUCCESS. 


^Unlock: KraftKing i 


Potter's Wheel 

Lfc \ 

To PRESENT YOUR GALLERY TO 


THE WORLD, YOU HAVE TO 

— # 1 

THROW A SHINDIG. Cater TO 

^ T i ^ 

YOUR GUESTS' MOTIVES SO THEY 





To FULFILL THE PARTY REQUIREMENTS, YOU’LL NEED FIVE VISITORS IN THE 
SAME ROOM DURING A PARTY, AND THAT ROOM’S SCORE MUST BE AT OR 

ABOVE 90. The left room already meets this requirement, but the 

FRONT RIGHT ROOM DOES NOT. 

Start BY SELLING off anything unnecessary. This includes the art 
that's anywhere but the two big rooms (which serve as party 
rooms). Next, buy as many Fun group objects as you can afford and 

PUT THEM IN THE PARTY ROOMS WITH PLENTY OF PLACES TO SIT. THE VIDEO 

Game Console works nicely for parties. If you don't have a Hot Tub, 

BUY THE BEST ONE YOU CAN AFFORD (yOU CAN RETURN IT AFTER THE PARTY). 


THU UOHT QHOUi AND THU 

AT^OMAerUT^ Al^U GOOD THINGS TO PUT 
IN THU PAPTY POONI, QUT TO THUIP 
UNUPGY UNHANCUNIUNT QUTTINGQ. TH\Q 
GWU9 A PAQQWU UNUPGY POOQT TO UVUPYONU IN THU 
POONI, THU HAPDUer NIOTWU TO SUPPLY TO GUU9T9. 



Be sure there's an Espresso Machine that's easy to get to and keep 

THE FOOD COMING. USE THE ROOMMATE YOU CAN CONTROL TO COOK THE 
FOOD, LEAVING YOU FREE TO MINGLE. 

On the day of the party, skip work and max out your motives 

AROUND LUNCHTIME. USE THE PHONE TO START THE PARTY, THEN GO MAKE 
THE FIRST BATCH OF FOOD. 



THU GOAL \Q TO HAVU THU PAPTY PAGU 
ON LONG UNOUGH TO QATIQUY THU 
OPJUCTWU. TH\e MUANQ STARTING 
UAPUY PUCAU9U AFTUP UOO AM, THU 
POUCU QHOUl UP AND QHUT YOU DOWN. 


If THE party's a success, 
you'll read the rave reviews 

ONSCREEN AND THE OBJECTIVE 
WILL BE YOURS. IF THE PARTY 
PETERS OUT, you'll HAVE TO TRY 
AGAIN ANOTHER DAY. 



OA/eetA^e: Cet to ttomr 
Child In the Connter 
Cnttnre Cor^r 

^Unlock: Artist's Block 

With a job as Basket Weaver in the Counter Culture career, go to 

WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 





fingernnit Pointer In the 
Poshlon Pietim Coreer 

^Unlock: Floyd Co. Laser Light Show 

With a job as Body Waxer in the Fashion Victim career, go to work in 

A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 



M A 




CnItmCmeor 


^Unlock: 8-Step "Love Yourself" Wall Lamp 

With a job as Flower Child in the Counter Culture career, go to work 

IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


OhlM^htOi Cot to M 




Coreer 


^Unlock: Air Kiss Social 

With a job as Fingernail Painter in the Fashion Victim career, go to 

WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 
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*Force to Slap Self 
Social 

^Hawaiian Fantasy Tiki 
Torch 

^Niagara Love Tub 
^Romantic Kiss Social 
*Sham-Shag Polar 
Bear Rug 


*Sili-CanipTent 
*SpritzenFunken Q3 
(Family Goal) 

*That 70s Window 
*Torchemada 
Candelabra 
*V iBROMATic Heart Bed 


W^rth ofIm/mmnmU 


*Unlock: Sham-Shag Polar Bear Rug 

Purchase any objects for the house that total at least §1,500. Once 
you've placed the objects, the objective is complete. 


WWw 


Uumnvfh Hmf 


^Unlock: Hawaiian 
Fantasy Tiki Torch 


USA 

<AUH\TE 


V r" -f r 

pStudio 8 (Counter Culture), Toane's 


TER Culture, Gangster (levels 


RES (Move or Visit), 1 Free 
ET (Visit), 3 Free Street 


\iSLEY Rainbow 


For A NEW LOVE, BUILD A RELATIONSHIP ABOVE 70 AND BEGIN TO ATTEMPT 
ROMANTIC INTERACTIONS WITH THATSiM (lIKE KISSING). THERE'S A RANDOM 
CHANCE EACH TIME THAT BOTH SiMS WILL FALL IN LOVE. 

When an already-established love arrives at your place, get that 
Sim in a good mood and plant a kiss on him or her. 


Get ANY Sim to fall in love 

WITH YOU, OR INVITE OVER aSiM 
WHO ALREADY IS. 


Objective 


♦Unlock: That 70s Window 
♦Unlock: Goth Manor, Visit 




Visit Studio 8 AND paint a complete picture on the Easel in the 
KITCHEN. When it's good enough, Artie will tell you. 

tftHb 

fUM SSbis ih 




♦Unlock: Romantic Kiss Social 

Though the Try and Score 

INTERACTION IS ALWAYS AVAIL- 
ABLE IN THE Casa Cali ENTE, it 
WILL ONLY WORK IF THERE'S 
A PARTY UNDERWAY. So 
HAVE A PARTY. 

Make sure there are at 
LEAST TWO Sims attending 
WITH WHOM YOU HAVE VERY 
HIGH RELATIONSHIPS IF NOT 
OUTRIGHT LOVE. CALL AND INVITE 
THEM BEFORE YOU CALL TO 
START THE PARTY OR, BETTER, 

HAVE TWO LOVERS RESIDING IN 
THE HOUSE (tricky BUT NOT 

impossible). 

Give your guests some time to get their moods up. Establish love 

WITH YOUR INTENDED MAKE OUT RECIPIENTS (wiTH A KISS OR TWO), THEN FOL- 
LOW UP WITH THE Try AND Score interaction. If the recipient's mood is 
HIGH ENOUGH, YOU'LL BE SUCCESSFUL. MAKE SURE THAT ANOTHER SiM WHO'S 
IN LOVE WITH YOUR Sim isn't in the same room, or there'll be slapping. 





Ob/eettvet find a 
Heighbw Vfbn Hums 
nkwi CtmdMm 


^Unlock: Torchemada 
Candelabra 

Go TO Goth Manor. If 
it's not already unlocked 

FOR VISITING, YOU MUST DO 

THE "Outsider Art" objec- 


You MUST ALSO HAVE THE 



Romantic Kiss interaction unlocked, so do the "Score with Two 
Sims" objective in this house first. 

At Goth Manor, develop a relationship with either Bella or 
Mortimer above 70. Then try the Romantic Kiss interaction on 
him/her. If it works, you'll receive the Candelabra. 

bb/nctbfet Cet tn Bndjt 
dtmdbi ibe 

^Unlock: Force to Slap Self Social 

With a job as Mugger in the Gangster career, go to work in a good 

MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

Ob/ectivet $et tn 
fmnseendenUiiist in tbe 
innnief Cnitnn Cnner 

^Unlock: Sili-CampTent 
^Unlock: Pixel Acres, Move or Visit 

With a job as Yoga Instructor in the Counter Culture career, go to 

WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

Ob/eeiHfet dei in 
dfsnnisi in ibe 


^Unlock: Niagara Love Tub 
^Unlock: Pixel Acres (Move or Visit) 

With a job as Body Guard in the Gangster career, go to work in a 

GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 




^Unlock: SpritzenFunken Q3 

See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 
plete DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 
IN ANY OTHER LEVEL 4 OR HIGHER HOUSE, IT'LL APPEAR AS FULFILLED IN YOUR 
GOALS LIST, AND YOUR SPOUSE WILL BE AN AUTOMATIC ROOMMATE. 


KGS 1.ABS 

Vjl (levei d) 

^(Map'Scientist), Tone's 
PAJtAMILiTARY 

Vi^), 1 Free 

^K^^BEE9hEET 


I *Bird of Paradise 
: *Giant Fern 
j *Horrorwitz "Star- 
; Track" Telescope 
; *Hypnotize Social 
; *KraftKing Inventor's 
Workshop 


*Pathmatic Sliding Door 
*SLP Lamp 
*SpritzenFunken Q3 
(Family Goal) 

*Tesla Coil 3.0 
*WarKraft Radar Dish 


*Unlock: KraftKing Inventor's Workshop 
Purchase any objects (they don't have to be actual lab equipment) 
FOR THE HOUSE WHOSE VALUE ADDS UP TO AT LEAST §1,500. WHEN YOU'VE 
PLACED OBJECTS OF ENOUGH VALUE, THE OBJECTIVE IS COMPLETE. 


8S 
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Where the 

Ceetemieettef Speree 


*Unlock: Pathmatic 
Sliding Door 


Visit Studio 8 and use the 
Hypnotize interaction on 
EITHER Artie or Charity. 


^Unlock: Giant Fern 
*Unlock: Studios, 
Visit 


Go TO Goth Manor and 
SELECT THE GlANT FERN NEAR 
THE FRONT DOOR. SELECT 

"Steal Fern." 


^Unlock: Bird of 
Paradise 


Get any Sim to fall in love 


WITH YOU, OR INVITE OVER A 

Sim who already is. 

For a new love, build a 

RELATIONSHIP ABOVE 70 AND 


0h/eetf»et Shew eft 
ttecket Gnomes of 
"imnch Pmtp** 


BEGIN TO ATTEMPT ROMANTIC 

INTERACTIONS WITH THAT SiM (LIKE KISSING). THERE'S A RANDOM 
CHANCE EACH TIME THAT BOTH SiMS WILL FALL IN LOVE. 


When an already-established love arrives at your place, get 
THAT Sim in a good mood and plant a kiss on him or her. 


^Unlock: Hypnotize 
Social 


Once you have the 
KraftKing Inventor's 
Workshop AND have pro- 
duced A Rocket Gnome (you 

MUST HAVE AT LEAST 8 

Mechanical skill), throw a 
PARTY. You SHOULD PRODUCE 
FIVE Rocket Gnomes and 


*Unlock: Tesla Coil 3.0 

With a job as Chemist in the Mad Scientist career, go to work in a 

GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


MOVE ONE OUTSIDE BEFORE 


SENDING OUT THE PARTY 


INVITATION. 

During the party, fire off 
THE FIRST Rocket Gnome. Of 


Gh^iOei Get to 
Covert Ops in the 


COURSE, SOMEONE JUST HAS 

TO CHALLENGE YOU TO FIRE OFF FIVE IN A ROW. MOVE THEM OUTSIDE IN 

A LINE VIA Buy mode and queue the last four up to go off in 
ORDER. If you can do all this before the party ends, you com- 
plete THE OBJECTIVE. 


*Unlock: Horrorwitz "Star-Track" Telescope 

With a job as Chopper Pilot in the Paramilitary career, go to work in 

A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 




ObJeetHfei 



dentin Ctumt 

*Unlock: SLP Lamp 

^Unlock: The Octagon, Move or Visit 

With a job as Vivisection ist in the Mad Scientist career, go to work 

IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

Objeetbm 

Afent in tbe 
Cmetr 

^Unlock: WarKraft Radar Dish 
^Unlock: The Octagon, Move or Visit 

With a job as Covert Ops in the Paramilitary career, go to work in a 

GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 



^Unlock: SpritzenFunken Q3 

See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 
plete DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 
IN ANY OTHER LEVEL 4 OR HIGHER HOUSE, IT'LL APPEAR AS FULFILLED IN YOUR 
GOALS LIST, AND YOUR SPOUSE WILL BE AN AUTOMATIC ROOMMATE. 


i,Toane's 
ne's Gym, Movie 



♦Unlocked How: 
Gym Oock), Goti 
♦Careers/Levels, 
Star (levels 
♦Number of 
♦Unlocks 
1 Fre 
Stre 
♦R 


House (Move or Visit), 
EE Street (Visit), 3 Free 
(Visit) 

NG, Mona Lott 




♦Admire Body Social 
♦Booty Tease Social 
♦Bounce My Booty 
Dance Floor 
♦KlassiKlean 
"More-saic" Tub 
♦Moon Walk Social 
♦Q3 Recliner 


♦Slow Dance Social 
♦SpritzenFunken Q3 
♦Tell Dirty Joke Social 
♦The Apoplectic 
Photolectric 
♦Wicked Breeze 
Outdoor Shower 
♦Wolf Whistle Social 




Wnrth 

fyf ibn Cbib 

♦Unlock: Bounce My Booty Dance Floor 

Purchase any objects for the house whose value adds up to at least 
§1,500. When you've placed objects of enough value, the objective 

IS COMPLETE. 

It's a good idea to build a respectable kitchen, a multi-door and 

MULTI-BOWL BATHROOM, AND A BEDROOM OR TWO OFF THE MAIN ROOM SINCE 

Club Rubb comes with nowhere to sleep or pee and has only minimal 

COOKING FACILITIES (nOT REMOTELY ADEQUATE FOR A CROWD OF PARTYGOERS). 


ftbints $nin^ nn ni 



♦Unlock: Wicked 
Breeze Outdoor 
Shower 

♦Unlock: Studio 8, 

Visit 

Visit Toane's Gym and per- 
form THREE TRIPLE JUMPS IN 
A ROW OFF THE HIGH DIVE 

BOARD. If you fail in one or do a different kind of dive, you must 
START OVER. THE HIGHER YOUR BODY SKILL, THE BETTER THE CHANCES 
OF DOING EACH DIVE CORRECTLY. 
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Ob/eetivet Sbttm 
Sme CM IMb 

M 9 


*Unlock:The IS™™ 

Apoplectic ® 

Photolectric 

Befriend Bing Bung (rela- 
tionship score over 50) to I 
LEARN HIS Break Dance I 

INTERACTION. 

Visit Studio 8 and use the 

INTERACTION ON EITHER ARTIE OR CHARITY. 


Obj/MmWmtM 


*Unlock: Q3 Recliner . . - 

To COMPLETE THIS OBJECTIVE, ^ 

YOU NEED TWO THINGS: A * ^ . | 

Dance Floor (unlocked BY | 

THE PREVIOUS OBJECTIVE AND 
PLACED IN THE SAME ROOM 
AS THE DJ Booth) AND AT 
LEAST Creative 7 (the 
HIGHER THE BETTER). 

Next, get your motives high and make the call for the party. 
When the throngs arrive, 

DUCK BEHIND THE DJ Booth 
AND CHOOSE TO "Spin." The 

BETTER YOUR Creative SKILL, f ) 

THE BETTER you'll BE AT RUN- * T 

NiNG THE DJ Booth. 

The goal is to have at • ^ 

LEAST FIVE SiMS ON THE 

Dance Floor. Three of these 

CAN BE YOUR PLAYABLE ROOMMATES, SO SWITCH THROUGH THEM AND 
GET EACH TO THE FLOOR. THEY CAN THEN INVITE ANY NONDANCING 
ATTENDEES TO JOIN. WITH THE COMBINATION OF FIVE OR MORE 
DANCERS AND A DJ WITH 7 OR HIGHER CREATIVITY, THE OBJECTIVE 
IS COMPLETE. 


0b/ei^Mt HU k 
Uve/tnvtte Hur 

^Unlock: KlassiKlean "More-saic" Tub 

Get ANY Sim to fall in love with you or invite over a Sim who 

ALREADY IS. 

For a new love, build a relationship above 70 and begin to attempt 

ROMANTIC INTERACTIONS WITH THATSiM (lIKE KISSING). THERE'S A RANDOM 
CHANCE EACH TIME THAT BOTH SiMS WILL FALL IN LOVE. 

When an already-established love arrives at your place, get that 
Sim in a good mood and plant a kiss on him or her. 

SbomihsbkHk 

UMkSMCmm 

^Unlock: Booty Tease Social 

With a job as Soap Opera Star in the Movie Star career, go to work 

IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 



*Unlock: Tell Dirty Joke Social 

With a job as All-Star in the Jock career, go to work in a good mood 

AND WITH ALL REQUIRED SKILLS AND FRIENDS. 



vvCwPw iPIPrWtwf 

^Unlock: Admire Body Social 

With a job as Wig Designer in the Fashion Victim career, go to work 

IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 




Sitcom Stw M Me 


^Unlock: Moon Walk Social 
^Unlock: Tinsel Bluffs, Move or Visit 

With a job as Game Show Host in the Movie Star career, go to work 

IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


M/scthtm ^ ^ Soper 


^Unlock: Wolf Whistle Social 
^Unlock: Tinsel Bluffs, Move or Visit 

With a job as MVP in the Jock career, go to work in a good mood and 

WITH ALL REQUIRED SKILLS AND FRIENDS. 

Ob/eetivei Set to 
Mekeup Artist io the 
taskieo Wertm Career 

^Unlock: Slow Dance Social 
^Unlock: Tinsel Bluffs, Move or Visit 

With a job as Hair Stylist in the Fashion Victim career, go to work in 

A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


Skfmrteei Set iSmrtrtt 





^Unlock: SpritzenFunken Q3 

See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 

PLETE DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 
IN ANY OTHER LEVEL 4 OR HIGHER HOUSE, IT APPEARS AS FULFILLED IN YOUR 
GOALS LIST, AND YOUR SPOUSE WILL BE AN AUTOMATIC ROOMMATE. 



9\m Acras 

Uevi 

* Unlocked How: Love Shack (Gang^ 
Culture) 

*Careers/Levels: Gangster,J 
8 AND 9) 

^Number of Unlockabl 
^Unlocks Housesi] 

Visit), Shiny] 

*Res 


*§5,000 

*Barnyard Taunt Social 
*Boomtowne Redwood 
Table 

*BroilBastard Stone 
Grill 

*RustyRedneck Stump 
Chair 

*SchnellMeister 
"Technik" Edition" 
(Family Goal) 


*SpritzenFunken Q3 
(Family Goal) 
*Table Tennis from 
Slammo 
*Hot Spring 
Conversion Kit 
*Tetherball 
*Varmenkozze Euro 
Fireplace 




WO 







w 

*Unlock: Hot Spring Conversion Kit 

Purchase any objects for the house whose value adds up to at least 
§2,000. When you've placed objects of enough value, the objective 

IS COMPLETE. 



Semeem trt Cm Cetieete 


■ 



1 


\ * 






*Unlock: 

VArmenkozze Euro 
Fireplace 

*Unlock: Shiny Things 
Labs, Visit 

Go VISIT Casa Caliente. 

There, raise your relation- 
ship WITH EITHER RANDY OR 

Paisley to romantic heights. Settle down on the cozy Sham- 
Shag Polar Bear Rug, then click on your sweetie and invite him 
OR HER TO "Join" you for a little lovin'. 


-A 


PKmCAAtiSXOM 


S9 







^Unlock: Boomtowne Redwood Table 
^Unlock: Goth Manor, Visit 

First, befriend Chase to learn his Tell Secrets interaction. Next, 
VISIT ShinyThings Labs and use the interaction on either Vaughn 
orMikino. 


mwm f 


Pfohtm Hm 0m 


V* w 

^Unlock: RustyRedneck Stump Chair 

Attai n 9 Creative ski ll 

POINTS AND VISIT Goth 13 

Manor. Use theTumulTech * g 

"Sim-Phony" Synthesizer. 

If YOU HAVE THE REQUISITE , ■ 

Creative SKILL, you'll I ^ ^ ^ 

ACQUIRE THE ABILITY TO PLAY ' 1 ^ 

THE Pixel Booty Song, a ~ 

TUNE so ALLURING IT INSPIRES 

ANYONE WHO HEARS IT TO DISROBE. COULD COME IN HANDY. 

fmne 

m<t Qet Him 
IMeH fyf Unteceni 




*Unlock: §5,000 
To HELP Pixel Acres get 

REVENGE ON MALCOLM, YOU 
NEED TO FIND A WAY TO GET 
HIM HERE AND COMFORTABLE 


ENOUGH TO JOIN IN AND DIS- 
ROBE. When HE DOES, he'll BE BOOKED FOR INDECENT EXPOSURE. 


Call Malcolm AND INVITE ’ 

HIM OVER. You MUST, AT THE ** 

VERY LEAST, HAVE A POSITIVE L 1 \ 

RELATIONSHIP WITH Malcolm, I ^ 

AND HIS OVERALL MOOD MUST ^ [ 

BE ABOVE 15 (FEED HIM A BIT . 

AND HAVE SOME Fun). 

Once HE'S COMFORTABLE, ^ 

GET FIVE OTHER SiMS TO DISROBE. THIS CAN BE DONE TWO WAYS. FIRST YOU 
AND YOUR THREE ROOMMATES COULD USE THE SPECIAL GET FREE INTERAC- 
TION ON ANY Sim with whom they have a relationship score of at least 
25 AND WHOSE MOOD IS OVER 10. SECOND, YOU COULD BUY A SYNTHESIZER 
AND PLAY THE PIXEL BOOTY SONG. IF YOU PLAY THE PIXEL BOOTY SONG, 
EVERYONE WILL STRIP, INCLUDING MALCOLM. 


TO MAKT aiMOUOH 

Q\m Al^OUMD TO MAKT MALCOLM 
PLLL C0MP0l^TA9LL, CALL TO THl^OUi 
A PAINTY PIOHT APTPP YOU IMVITP HIM. 




^Unlock: Table Tennis from Slammo 

With a job as Arsonist in the Gangster career, go to work in a good 

MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

$m Hi 


^Unlock: Tetherball 

With a job as Transcendentalist in the Counter Culture career, go to 

WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

$ei (0 Hit 




^mmH^tii 

^Unlock: BroilBastard Stone Grill 
^Unlock: Malcolm's Mansion, Move or Visit 

With a job as Extortionist in the Gangster career, go to work in a 

GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 





- YOU CANT MOVE OUT OF A HOUSE WHEN 

A CWLD »e eriLL a baby, you must watt the 

THRiEE DAYS FORi IT TO ACHIEVE CHILD STATUS. 


*§5,000 

*Atlantean Column 
*Flip Social 
*GyroSport 
"AbDominator" 
*Miss Gyrotic 
*RiteLite Spotlight 
*SchnellMeister 
"Technik" Edition' 
(Family Goal) 


*SimSentryCDXLVIII 
Motion Detector 
*Spartan Special 
Desk Lamp 
*SpritzenFunken Q3 
(Family Goal) 

*Toy Parrot by 
FauxFriend 


*Unlock: Barnyard Taunt Social 
*Unlock: Malcolm's Mansion, Move or Visit 

With a job as Love Guru in the Counterculture career, goto work in 

A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 
plete DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 
IN ANY OTHER LEVEL 4 OR HIGHER HOUSE, IT APPEARS AS FULFILLED IN YOUR 
GOALS LIST, AND YOUR SPOUSE WILL BE AN AUTOMATIC ROOMMATE. 


*Unlock: Atlantean Column 


Purchase any objects for the house whose value adds up to at least 
§2,000. When you've placed objects of enough value, the objective is 

COMPLETE. 

The Miss Gyrotic robotic monkey butler is highly recommended, not 

ONLY FOR ITS CLEANING PROWESS BUT ALSO ITS MALCOLM- BEATING POWER. 


Suppress Authrer 


See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 
plete DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 
IN ANY OTHER LEVEL 5 OR HIGHER HOUSE, IT APPEARS AS FULFILLED IN YOUR 
GOALS LIST, AND YOUR SPOUSE AND CHILD WILL BE AUTOMATIC ROOMMATES. 


*Unlock: Toy Parrot by 
FauxFriend 


With a fairly high Body skill 
(greater than 5), VISIT Club 
RUBB AND ATTACK EITHER RESI- 
DENT. YOU MUST WIN THE FIGHT 


TO FULFILL THE OBJECTIVE, 




• (Levels) 

*Unlocked How: Shiny Things Labs (Mad Scientist, 
Paramilitary) 

*Careers/Levels:Pad Scientist, Paramilitary 
(levels 8 AN 

*NuMBER OMtMLOCKABLES: 11 

*Unlocks ^uses: Malcolm's Mansion (Move 

*Re|^^t(s): General Payne, Maxine Powers 
tNb^OLM Repossess: Miss Gyrotic, SimSentry 


*Unlock: Spartan 
Special Desk Lamp 
*Unlock: Club Rubb, 
Visit 

Visit ShinyThings Labs, select 
ANY Computer, and steal it. 


CDXLVMI Motion Detector 

r 



psmcAMiseoM 












*Unlock: GyroSport 
"AbDominator" 




Visit Goth Manor and locate 
THE Incubator AROUND back. 
Use the Destroy Bio Weapon 

INTERACTION TO DEMOLISH IT 
(and ANY OTHERS THAT MIGHT 
HAVE BEEN ADDED TO THE LOT). 


With a job as Secret Agent in the Paramilitary career, go 

I TO WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 






*Unlock: §5,000 

Invite Malcolm to the Octagon 

OR GREET HIM WHEN HE STOPS BY. 

The basic goal is to drop any 

ONE OF HIS MOTIVES TO 0. THERE 
ARE MANY WAYS TO DO THIS; HERE 
ARE A FEW: 

*Fight Malcolm and Win. 

*Wall him into a room without a Toilet. 

^Program the robot to run "defense program," 

AND it'll ATTACK MALCOLM. 

*Catch him on fire. He won’t die, but it'll do the trick. 
*Lock him in a room with a crying baby. 

Many of these tactics are automatic; when they happen the objective 
IS COMPLETE. Some, however, require a gradual approach. So it's crucm 
THAT YOU don't LET MALCOLM LEAVE THE LOT OR HAVE ACCESS TO THINGS 

that'll satisfy his motives. This usually means isolation via building 
WALLS IN Build mode or just surrounding him with objects. 

Objective! Cet te Cette 
Oreeker ie the 

Cereer 

^Unlock: Flip Social 


Obje^bmt Oet ie 
iebetktm M tbe iM 
Seieetftt Cmm Mb 

*Unlock: Miss Gyrotic 

With a job as Gene Splicer in the Mad Scientist career, go to work in 

A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

Ol^^bfe! Cet te 
ieteii/^enm Oireeter te 
tbe Coreer 

*Unlock: SimSentry CDXLVIII Motion Detector 
*Unlock: Malcolm's Mansion, Move or Visit 

With a job as Code Breaker in the Paramilitary career, go to work in 

A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 



CmmMb 

*Unlock: RiteLite Spotlight 

*Unlock: Malcolm's Mansion, Move or Visit 

With a job as Robotician in the Mad Scientist career, go to work in a 

GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

Objbetbf^ ^ OkmM 
(hmify Oect) 

See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 
plete DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 
IN ANY OTHER LEVEL 4 OR HIGHER HOUSE, IT APPEARS AS FULFILLED IN YOUR 
GOALS LIST, AND YOUR SPOUSE WILL BE AN AUTOMATIC ROOMMATE. 

Ob/eetivei tteise a 
Sebjt te e Cb/itf 
(femify Geet) 

See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 
plete DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 
IN ANY OTHER LEVEL 5 OR HIGHER HOUSE, IT APPEARS AS FULFILLED IN YOUR 
GOALS LIST, AND YOUR SPOUSE AND CHILD WILL BE AUTOMATIC ROOMMATES. 





YOUCANTMOVEOUTOFAHOUetWHCN 

- A cwLD \e snvL a baby you must wiArr the 

THREE DAYS FOR n TO ACHIEVE CHILD gFATUS. 


*Unlock: Frigidarium 

COLOSSICUS 


Visit the Gym and you'll 


FIND A PARTY JUST BEGINNING. 

Once it starts, seek out 
EITHER Max or Goldie 


(levs/ S) 

^Unlocked How: Club Rubb (Movie Star, Fashion 
Victim, Jock) 

*Careers/Levels: Movie Star, Fashion 
(levels 8 and 9) 

^Number of Unlockables: 13 
^Unlocks Houses: Malcoli^s Mansion (Move'i^^I 
Visit), Shiny Things Labs (Visit) ^..^*'''''^2 

*Resident(s): Fannie Adore, Humphrey Mwks 


AND ATTACK THEM TO START 


Ob/eethe! find (fvl Where 
he Cee Sco res Red 
Poof Tshte 


*Unlock: Overlord 
Pool Table 

^Unlock: Shiny Things 
Lab, Visit 


*§5,000 

*Autocrat by Emporium 

IMPERIUM 

*CONSTRUCTED TABLE 

*CYMK Floodlight 
*CypressTree 
*Fontis Publicus 
*Frigidarium Colossicus 

*lNFORMATION OVERLORD 
BY BU BUTUBU 


*Manila 1000 Marine 
Aquarium 
*NostalgiCo 
Microphone 
* 0vERLORD Pool Table 
*SchnellMeister 
“Technik” Edition 
(Family Goal) 
*SpritzenFunken Q3 
(Family Goal) 


Paya VISIT TO Club Rubb AND ^ T 
START TO PLAY POOL ON THE RED 

Pool Table. Challenge Bing to a game by inviting him to join. To 
WIN, YOUR Body skill must be at or above 7. Emerge the victor 

AND THE OBJECTIVE IS YOURS. 


0h/ecft\ret §Z,999 
Worth of 

fort the Mouse 


‘Unlock: Cypress Tree 


Take a trip to visit Shiny 
Things Labs and locate the 
ThinkTank in the corner. 
Talk to it with the Steal 
Script interaction. When the 


‘Unlock: Constructed Table 


Purchase any objects for the house whose value adds up to at 
LEAST §2,000. When you've placed objects of enough value, the 

OBJECTIVE IS COMPLETE. 


conversation's finished, 


you'll have your idea. You 


MUST BE IN A POSITIVE MOOD, 


SPEAK TO YOU 



P/tUW/feAMMSXOM 





Ctt Alff/co/n ^ Ml# 
/W ff/s 9/p M 0 ¥/e 


^Unlock: §5,000 

So YOU WANT INTO SHOW 
BUSINESS? In this town, 
ALAS, YOU HAVE TO GO 
THROUGH Malcolm. 

To BEGIN THE PROCESS, YOU 
MUST THROW A PARTY 


(Malcolm will attend). 

After that, there are three ways to expose your talent to him. 


1. Talent. During the party, have a roommate with 
Creative of 9 or more play a musical instrument 
OR WORK THE DJ BOOTH, OR PUT ONE WITH CHARISMA 9 
ON THE MICROPHONE. WITH MALCOLM IN THE SAME 
ROOM AS THE MUSICIAN(s) AND WITH A MOOD AT OR 
GREATER THAN 10, ASK HIM USING THE ASK FOR MOVIE 

Role interaction. If all these conditions exist 
AND Malcolm is a friend (relationship score at or 
BETTER THAN 50), HE'LL SAY YES. It'S ADVISABLE TO 
BUILD THAT RELATIONSHIP BEFORE THE PARTY 
STARTS SO YOU WON'T WASTE TIME. FOCUS PARTY TIME 
INSTEAD ON GETTING HIM IN THE PROPER MOOD. 

2. Intimidation. Beat him up. Get him in a bad 

MOOD FIRST, THEN USE THE ATTACK INTERACTION. IT 
HELPS IF you’re IN A BAD MOOD TOO. IF YOUR BODY 
SCORE IS HIGHER THAN HIS (BODY 3, UNLESS HE'S BEEN 
WORKING ON it), YOU'LL WIN. WHEN HE'S VANQUISHED, 

he'll consent to your Ask for Movie Role 

INTERACTION. 

3. Sleep your way to the top, sort of. Get your 

RELATIONSHIP WITH MALCOLM UP OVER 90 (BEFORE 
THE party) and HIS MOOD OVER 10 (AT THE PARTY). IF 

YOU Ask for Movie Role then, he'll accept. 


Remember, there must 

BE A PARTY UNDERWAY FOR 
ANY OF THESE TO WORK. 


09j6et/9€i Oet to Sex 



SHxtCmm 


^Unlock: NostalgiCo Microphone 

With a job as Sit Com Star in the Movie Star career, go to work in a 

GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

$et to tfm/ 
4i tte 4oek 

Sem&t 

^Unlock: Information Overlord by Bu Butubu 

With a job as Superstar in the Jock career, go to work in a good 

MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

S/t^oe!^ 9e!t to 
9wi¥f0$ tke 

Miho l^§t9o Conot 

^Unlock: CYMK Floodlight 

With a job as Make Up Artist in the Fashion Victim career, go to 

WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

09/ee0tot $ot to 

9/teetox9tt9o/9^ 

StotCmm 

^Unlock: Manila 1000 Marine Aquarium 
^Unlock: Malcolm's Mansion, Move or Visit 

With a job as Sex Symbol in the Movie Star career, go to work in a 

GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

09/eett^^t Set to Holt 
of fom&r io the Joe/t 
Come Pots 

^Unlock: Autocrat by Emporium Imperium 
^Unlock: Malcolm's Mansion, Move or Visit 

With a job as Head Coach in the Jock career, go to work in a good 

MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 






M/ectivei Cet to 
Cwttoffotdio tke 

Iticttm Conor 


itiAuc^utr^ 


Itlun^icm 


(Uv* 


^Unlock: Fontis Publicus 

^Unlock: Malcolm's Mansion, Move or Visit 


With a job as Runway Model in the Fashion Victim career, go to work 


'^Unlocked How: Tinsel Bluffs (Movie Star, Fashion 
Victim, Jock), The OctaSOSi (Mao Scientist, 

PARAMILITARY^i^lll^^&^SjfmNTER CULTURE, 


IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 




*SpritzenFunken Q3 (Family Goal) 




See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 


plete DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 


IN ANY OTHER LEVEL 4 OR HIGHER HOUSE, IT APPEARS AS FULFILLED IN YOUR 


GOALS LIST, AND YOUR SPOUSE WILL BE AN AUTOMATIC ROOMMATE. 


(fbJeetiOei Rofse o 
Bob^ to 0 CbiM 



*SchnellMeister "Technik" Edition (Family Goal) 

See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 


plete DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 


IN ANY OTHER LEVEL 5 OR HIGHER HOUSE, IT APPEARS AS FULFILLED IN YOUR 




PRmCAMeSXOM 





Cet to Peot^ 
tnv^torio Me 

*Mad Scientist Career Gnome 

With a job as Space-Time Tinkerer in the Mad Scientist career, go to 

WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

Ob/ecHvet Cet to futt 
Time freoA to the 
Comter ColHm Cereer 

^Counter Culture Career Gnome 

With a job as Psychic Activist in the Counter Culture career, go to 

WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

Ph/^^et Pet to 
Ihtioy t^eoP to the 
itomPmeef 

*JocK Career Gnome 

With a job as Hall of Famer in the Jock career, go to work in a good 

MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 

Oh/eetivet Get to 
Moh Goes to the 
Gooyster Coreer 

^Gangster Career Gnome 

With a job as Hit Man in the Gangster career, go to work in a good 

MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 



^Paramilitary Star Career Gnome 

With a job as Intelligence Director in the Paramilitary career, go to 

WORK IN A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


Moitet 4i 


^Fashion Victim Career Gnome 


With a job as Centerfold in the Fashion Victim career, go to work in 

A GOOD MOOD AND WITH ALL REQUIRED SKILLS AND FRIENDS. 


*Temple of the Simoleon 


Achieve level 10 in all seven career paths and place each Career 
Gnome on the Temple of the Simoleon located in the front yard. 
When all seven are in place, great wonders await. 
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YOU CAM’T MOV^ OUT OF A MOUQF UiMFM 
A CWltD \Q gr\a a 9A9Y you muqt ua\t thf 
•' TH^FF DAYQ FO^ \T TO ACWFVF CHILD gTATUQ. 


See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 
plete DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 
IN ANY OTHER LEVEL 4 OR HIGHER HOUSE, IT APPEARS AS FULFILLED IN YOUR 
GOALS LIST, AND YOUR SPOUSE WILL BE AN AUTOMATIC ROOMMATE. 



fio a Child 


See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 
plete DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 
IN ANY OTHER LEVEL 5 OR HIGHER HOUSE, IT APPEARS AS FULFILLED IN YOUR 
GOALS LIST, AND YOUR SPOUSE AND CHILD WILL BE AUTOMATIC ROOMMATES. 






S&ndiwr Child ^ 
SehMl With Stmifht 
(fmify OmO 

See "Bust Out Mode, Overview" ("Satisfying Family Goals") for com- 
plete DETAILS ON SATISFYING THIS FAMILY GOAL. IF YOU SATISFIED THIS GOAL 


IN ANY OTHER LEVEL 6 OR HIGHER HOUSE. 





fur 


^ttvanee OameCube^^ Special features 


Owners of Nintendo's GameCube and/or Game Boy 
Advance have a whole set of treats available only 

TO THEM. 

For Game Boy owners, the delight is a unique 
VERSION OF The Sims Bustin' Out, available only for the 
Game Boy Advance. This is The Sims as you've never experi- 
enced IT, AND YOU CAN TAKE IT WITH YOU ANYWHERE. THIS PART 
WILL GIVE YOU THE FULL RUNDOWN ON THE SiMS BUSTIN'OUT 

FOR THE Game Boy Advance, including how to manage your 
Sim, how to make friends (and enemies), and a full walk- 
through OF THE game's FIVE MISSIONS. 


Players lucky enough to have access to both a 
GameCube and a Game Boy Advance will have access to a 

SPECIAL ITEM IN THE GaMECUBE VERSION THAT CONNECTS 
WITH THE MINIGAMES ON THE GaME BOY ADVANCE. THEY CAN 
ALSO DOWNLOAD THEIR GAMECUBE SiMS ONTO THE GaME BOY 

Advance and work on their skills, motives, and 

BANK BALANCES. 

Finally, Game Boy Advance players can also link to 
OTHER Game Boy Advance players via Link Cable and 

CONDUCT AND PARTICIPATE IN AUCTIONS FOR RARE AND 
NEEDED OBJECTS. 


I 


AtOE BOT AW An<£ OUEWXEU} 


7be Ob/ect of 
the Came 

The Game Soy Advance version of The Sims Bustin ’ Out, 
is different from its console brethren in myriad ways, 
Bren the object of the game is different 
The ultimate goal is to complete the game's 
five objective-based missions, graduating to progressive- 
ly swankier digs, dizzying popularity, and awesome 
power. In the end, you discover what it is that makes 
you so special; you might be surprised. 

Along the way, you get to interact with a large cast 
of characters who populate the town ofSimValley, -- 

earn large piles of cash, advance in all the various odd 
jobs, collect rare and powerful objects, and decorate 
your home to fit your persona! needs and style. 


Appearaoee 

Your Sim's appearance 

IS SET ONCE YOU MAKE 
THE SELECTIONS ON THIS 
SCREEN. Carefully 
CHOOSE YOUR SKIN 
TONE, HAIRSTYLE, 

HAIR COLOR, SHIRT, 

pants/skirt, and 

SHOES, MAKING SURE 
EVERYTHING PLEASES 
YOU BEFORE YOU BEGIN. 


V mm 


What do you want to look like? 




Step A 


uSbu 


YOU CAN CHAN6C YOUR QM'Q 
CLOTHCe \F YOU PURCHASE A DRESSER 
AND PLACE \1 m YOUR S\M'S HOME. 


The most important element here, the only one that 

SOMEWHAT AFFECTS GAMEPLAY, IS GENDER. WHAT GENDER 
YOU PICK DICTATES WHICH CHARACTERS YOU CAN FALL IN LOVE 

WITH. Love is a powerful tool, making relationship 

BUILDING EASIER, SO TAKE A LOOK AT ALL THE NPCS IF 

you're strategically (or romantically) minded. 


your adventure begins by creating your Sim. 
To start you must pick your Sim 's; 


Personality 


* Name 

* Appearance 


* Personality 

* Zodiac Sign 


Your Sim's personality 

IS DEFINED BY FIVE 
ATTRIBUTES: 


ltan$e 


Name is the easiest of these and is entirely a 

MATTER OF YOUR WHIM. NAME YOUR SiM AFTER YOURSELF, 
YOUR DOG, YOUR FAVORITE ROOT VEGETABLE, WHATEVER YOU 
FANCY (so LONG AS IT'S NO LONGER 
THAN EIGHT characters). 


IS 1 ? * Neat/Messy 

J * Outgoing/Shy 

f * Active /Lazy 

* Playful/Serious 

The Personality SCREEN is where * Nice/Mean 

YOU DEFINE YOUR Sim'S NATURE. 
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In Create-A-Sim, you can allocate twenty-five 

PERSONALITY POINTS BETWEEN THE FIVE ATTRIBUTES. 

The more points you allocate (each attribute has 10 
slots), the more the Sim will tend toward the 
"positive" side of the characteristic (e.g. Neat, 
Outgoing, Active, Playful, and Nice). The fewer points 

AN ATTRIBUTE GETS, THE MORE "NEGATIVE" THE TRAIT WILL BE 

(e.g. Messy, Shy, Lazy, Serious, Mean). A well-balanced 
Sim would have five points in each attribute. 

The choices you make here dictate how well you get 

ALONG WITH VARIOUS NON-PLAYER CHARACTER ("NPC") SiMS. 
Conversing with an NPC of compatible personality gets 
YOU 1-2 BONUS POINTS FOR EVERY INTERACTION. A POSITIVE 
INTERACTION THAT WOULD NORMALLY GET YOU 3 RELATION- 
SHIP POINTS INSTEAD GETS YOU UP TO 5 POINTS, IF DONE 
WITH A LIKE PERSONALITY. 


PtAYCT^e OP THP PC AND CONQOtP 
vpi^QioNQ OP TUP G\m uiia notp 
TUP MAJOl^ DlPPPl^PNCP \N TUP l^OtP 
OP PPl^eONAUTY ATTl^lPUTPe. 

MOOT IMPOl^TANTPY TUP UQUAt QTl^ATPOY OP mX\HG 
OUT YOUl^ GMG N\CP AND OUTGOING ATTl^lPUTPQ TO 
U1\N PT^IPNDQ ONLY HPtPQ YOU UPl^P UllTH OTHPl^ N\CP 
AND OUTGOING GMG. GPOUCHY GMG AI^P HAI^DPI^ 

TO PPPI^IPND 

THOUGH THPI^P AI^P PPNPPITQ TO PVPI^Y 
COMPINATION OP ATTT^IPUTPQ, A PAPANCPD GM \G 
PTOPAPPY PPGT 


Zodtae Sign 


In The Sims Bustin' Out for Game Boy Advance 
(unlike other incarnations of The Sims you get to 
PICK YOUR Sim's astrological sign independent of 

PERSONALITY TRAITS. 

The choice you make determines which of a series of 

SECRET ITEMS YOU SEE IN THE GAME. EVERY ZODIAC SIGN COR- 
RESPONDS TO TWO UNIQUE ITEMS (A CHAIR AND A STATUETTE) 
THAT ARE ONLY AVAILABLE TO SiMS OF A SPECIFIC STAR SIGN. 

Just because you're limited to one sign, 

HOWEVER, doesn't MEAN YOUR SiM CAN'T ACQUIRE ALL THE 
ZODIAC OBJECTS. THANKS TO THE GBA LINK, YOU CAN HOOK UP 
WITH FRIENDS WHO HAVE SiMS OF DIFFERENT ZODIAC SIGNS 
AND TRADE TO COLLECT THE ZODIAC OBJECTS VIA AUCTION. 

Wefeme ^ 

Siml/alley, your new home, is a small place, but knowing 
your way around is crucial. Since most of your time is 
spent racing against your falling motives (Hunger, 

EnerQ/, Bladder, etc,), finding the most efficient way 
from point A to point B is a real boon. 

To find everywhere you need to be, consult this map. 
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Walking is the slowest way to get about. Walking is 

FINE FOR SHORT DISTANCES, BUT YOU WANT A FASTER, MORE 
EFFICIENT WAY FOR THE BULK OF YOUR MOVEMENT. 

Running 

Running is a much faster way to go. Once you get the 

HANG OF IT, YOU MAY FIND YOURSELF DASHING EVEN THE FEW 
STEPS FROM THE BED TO THE TOILET. 

To RUN, PRESS ® WHILE HOLDING DOWN THE DIRECTION 
YOU WANT TO GO. 

Even running at top speed, however, going across 

TOWN MAY BE MORE THAN YOUR FINGER OR YOUR MOTIVES 
CAN BEAR. 


Not all locations are accessible all the time. For 
example, in the beginning of the game, you can't 
venture outside Unde Hayseed's farm. As a general 
rule, if an area is blocked off with a barrier, you 
probably must do something to unlock it The 
walkthroughs that follow will help there. 

You may only enter homes in which you reside. 
This means unless you live in the Barn, Clock Tower, 
Waterfront Villa, or Imperial Estates, you can't get in 
the door. 






’■ mm 


There are four ways to get around SimValley. each with 
its own benefits and drawback. 


Walking 


The Scooter is the most efficient 

MODE OF TRANSPORTATION. 


Scooter 


Once you complete 
Mission 2/Objective 5 
("Get Some Wheels!"), 

YOU HAVE ACCESS TO A 

Scooter TO help you 

RUSH ABOUT TOWN. 



M/HUM YOU QaUCT THU QCOOim. 
YOU CAM AteO ^UPAIMT \T OMU 
OP QUVU^At AVAltAPtU COVmQ. 


Select the Scooter like any other object and 
CHOOSE "Hop On!" Propel the Scooter by pressing ®, 

AND STEER WITH THE D-PAD. HOP OFF THE SCOOTER BY 
PRESSING ®. 

Riding the Scooter is faster than running, but you 

HAVE TO STICK LARGELY TO THE ROADS (VACANT LOTS ARE FAIR 
GAME, though). 

Two LITTLE-KNOWN FACTS ABOUT THE SCOOTER INVOLVE ITS 
EFFECT ON MOTIVES. IF YOU LOOK CAREFULLY AT YOUR FUN 
INDICATOR, you'll SEE THAT RIDING THE SCOOTER RAISES FUN 
EVERY SECOND YOU'RE IN THE SEAT. 

The harder-to-notice side effect is that all other 

MOTIVES FREEZE WHEN YOU'RE ON THE SCOOTER. AS LONG AS 

you're on board, your Hunger, Hygiene, Energy, 
Comfort, Bladder, and Social stop decaying. Therefore, 

RIDING THE SCOOTER MAY NOT BE THE FASTEST WAY AROUND 
TOWN, BUT IT MIGHT BE THE SMARTEST. 

Tke Steam Taaaets 

By far the fastest way to go is through SimValley's 

UNDERGROUND StEAM TUNNELS. OnLY ACCESSIBLE AFTER 
Mission 3/Objective 5, the Steam Tunnels offer short 

JOGS BETWEEN CRUCIAL LOCATIONS. IT TAKES A WHILE TO 
LEARN THE LAYOUT, BUT ONCE YOU GET IT, YOU MAY NEVER RUN 
IN THE STREETS OR LOOK AT YOUR SCOOTER AGAIN. 


Manholes are your 

DOORS TO THE StEAM 

Tunnels, but not until 

YOU UNLOCK THEM AND 
LOWER THE LADDERS. 

Until then, they're just 

HOLES IN THE GROUND. 


The Steam Tunnels are also host to a hidden bonus, 

THE LOCATION OF ONE OF YOUR SPECIAL ZODIAC ITEMS. THE 
LOCATION OF THIS HIDDEN ROOM IS SHOWN ON THE PREVIOUS 

Steam Tunnel map. 

To LEARN YOUR WAY AROUND THE TUNNELS, CONSULT THE 
TUNNEL MAP (SEE "WELCOME TO SimVALLEY"). 









The map below shows the location of each ladder and what they lead to. 




CDUiUry CBr^lbrary/C^ub Rubb/Dlvlnf 


Pat 

*% Labrynth Ho«pitaV ^ 
^ ^^fe ;r^VirtuC hem 


Haunt«<l 

Shack 


BrJc-a-Brac 

Shop^each 


Dockfl 


' WatAlrohl villa/ 
Animal Shelter 


' Cho^tiim and s. 
^ Howe'sAJallf 
> Dockaicte pin^r 


Switcn to ™ 
teleport to Zodiac^ 

General 

Store/ 

B u rning Spoke 


FItress Center/ 
Clock Tower 



Each ladder corresponds to a manhole on the surface map. To see the location of 

ALL MANHOLES, CONSULT THE MAP BELOW. 


niM«eAMes.eoM 


tat 













Bills arrive in your 
abode 's mailbox every 
five days. To pay them, 
select the mailbox and 
choose "Pay Bills. " The 
amount of your bills is 
determined by the 
house in which you 
live; it's a fixed sum. 

Bin amounts are; 

*Barn;^0 

* Clock Tower; §300 

* Waterfront Villa; §ttOO 

* Imperial Estates; §600 


Check YOUR mailbox for bills 
so YOU don't miss a payment 

AND END UP BEHIND BARS. 


The only way these amounts become higher is if 
you 've passed out recently and had to visit the hospital 
or failed to return a moving crate. These add to the 
weight of your bills. 

failure to pay your bills within five days (by the time 
the next set arrives) sends you to the SimValley Jail, 


Even a sweet little town like SimValley has a Jail for 
the occasional wrongdoer. If you're not careful, that 
might be you. 

There are two ways to endup in jail, each with its 
own way out 

Nonpayment of NHts 


Failure to pay bills 

WITHIN FIVE DAYS OF 


THEIR ARRIVAL RESULTS 


IN A TRIP TO THE 
POKEY. Once inside 


THE LOCKUP, YOU HAVE 
THREE CHOICES (AVAIL- 
ABLE BY SELECTING THE 
CELL door). 


To GET OUT OF JAIL FOR NONPAY- 
MENT OF BILLS, YOU MUST 
SQUARE YOUR ACCOUNT. 


* Pay Bills in Full: If you have the money, you pay both 

THE OVERDUE BILLS AND THE NEWLY ARRIVED BILLS. 

* Pay toward Bill: If you have less than the full 

AMOUNT, YOU CAN PAY EVERYTHING YOU HAVE NOW TO BE 
RELEASED. YOU THEN HAVE TWO DAYS TO EARN AND PAY THE 
REST, OR you'll BE TRANSPORTED BACK TO SOLITARY 
CONFINEMENT. 

* Declare Bankruptcy: If you select this option, all 

YOUR BILLS ARE WIPED OUT, BUT A RANDOM ITEM IS 
REPOSSESSED FROM YOUR HOME. 
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9ANKRUPTCY A LCee- 
THAN-DteiRiAPLE OPTION 
&M% THE RiEPOeSESSED 
ITEM MIGHT PE YOURi PED. \F NONE ARiE AVAILAPLE AT 
THE ^ORiES THAT DAY, YOU COULD PE FORCED TO 
y^LEEP ON THE COUCH IN THE PIKER PAR. ^ 


Pttbffc Urination 


Each time you let your Bladder motive hit bottom, 

YOUR Sim urinates on the floor. Such an antisocial act, 

HOWEVER, CARRIES A 50 PERCENT CHANCE OF IMMEDIATE 
INCARCERATION. 

To GET OUT, YOU MUST EITHER PAY A §100 FINE FOR 
IMMEDIATE RELEASE OR WAIT SIX GAME HOURS TO SERVE 
YOUR SENTENCE. UPON RELEASE, YOU'RE DUMPED OUTSIDE 

THE Jail, ready to resume life "on the outside." 

Luckily, you can spend your time behind bars well. 
There's a Toilet and a Bed and even Free Weights, so 

YOU CAN WORK ON YOUR BODY SKILL. 


f 0btt 

There are several things that cause your Sim to pass 
out and go to die hospital. 


^ Critical Motive failure; See "Passing Out" in the 
"Motives" section. 

* Accidental Injury by fire or Electrocution; See "Skills 
and Earning Money. " 

* PecUng by the Vehci-Rooster; The nefarious Veloci- 
Rooster lurks in randomly selected dark corners of 
SimValley, If you happen upon him and he touches 
you, you pass out Try to escape him by running to 
another location. 


If you pass out you immediately awaken in either 
Unde Hayseed's bedroom (Levels 1 and!) or in the 
Hospital with your motives mosHy restored. The hospital 
charges you §20 per visit added to your weekly bills. 



At the end of Levels Z 3, and (t, you must move to 
your new digs. Doing this means locating Giuseppi 
Mezzoalto (aka "The Van Man") and enlisting his help. 



fortunately, he moves all your stuff (including your 
Scooter) for free with one catch-you must return the 
moving crate or face a stiff crate fee. 






When you arrive at your new home, the only object 
in the house is a wooden crate full of all the stuff you 
placed in your previous house. Select the crate to 
transfer items to your Pocket (inventory) menu and 
place those things in your house. 

Do this immediately because if you keep the crate 
more than a week, you'll be charged §500 (added to 
your weekly bills) per week, Giuseppi really likes 
his crates. 


noi\^ 

cham(i 


Signature MFCs 


AMY er\a \m ct^at^ mm 

YOU IT AT^T tOQT 0\U9UPP\ 

^ UiOM’T ADMIT \T DUT PT^OPAPtY QOtD THTM 
OUT OF THF VAM. 


Unpack that crate and 

GET IT BACK TO GlUSEPPI^ 
BEFORE THE WEEK'S OUT, 
OR you'll SEE A STEEP 
CHARGE IN YOUR BILLS. 


Signature NPCs are major characters in the 
GAME. They are distinguished from the slightly 

LESS PROMINENT ROOMMATE NPCS IN THAT THEY 

can't be your roommates. 

You CAN INTERACT FULLY WITH THESE SiMS, 
INCLUDING ENGAGING THEM IN CONVERSATION, GIVING 
THEM OBJECTS, OR RUNNING ERRANDS FOR THEM. 




You ARE NOT ALONE. IN FACT, SimVALLEY IS FULL OF OTHER 
Sims, most of whom have a great deal to say. 

These Non-Player Characters (or "NPCs") are very 

IMPORTANT TO YOUR LIFE IN THE GAME. 


(iPC Tjipes 


There are several lands of NPCs, distinguished largely 
by their abilities and their functions. 


* Signature NPCs 

* Roommate NPCs 

* Service NPCs 

* Shopkeeper NPCs 



TMF PFQT UIAY TO tOCATF QMQ \Q 
PY CAtUMO THFM OM THF TFtFPHOMF. 

\F TMFY^F \M TOUIM, THFY TFtt YOU 
THFYtt PF FOT^ AT tFAQr THF ^FMAIM- 
OF THF CU^T^FMT MOUT^. 

THF FOttOUilMO tOCATlOMQ AT^F 
A QAMPFF OF TMF PFACF9 MPC QMQ 
AT^F MOOT COMMOMFY FOUMD, PUT 
QHOUFD PF MO QUPQTITUTF FOT^ 

CHFCKIMO VIA PHOMF. 


StieN/ Brock 

* Personality Type: Normal 

* Favorite Interaction: Compliment 

* Least Favorite Interaction: 

Call Name 

* Auction Wealth: Wealthy 

* Locations: Farm, Country Cafe, 
Burning Spoke 


Chet R, Chose 

* Personality Type: Normal 

* Favorite Interaction: Compliment 

* Least Favorite Interaction: 

Call Name 

* Auction Wealth: Wealthy 

* Locations: Farm, Country Cafe, 
Burning Spoke 






BettBp Biphueks 



* Personality Type: Rich 



* Favorite Interaction: Compliment 



* Least Favorite Interaction: 



Intimidate 


mmk 

* Auction Wealth: Filthy Rich 



* Locations: Park, VirtuChem, Club 



Rubb, Paradise Island, Cheatum 


AND Howe's 


m 


ntAMMMeseeM 










det Dw d, HHmh 

* Personality Type: Normal 

* Favorite Interaction: Jokes 

* Least Favorite Interaction: 
Intimidate 

* Auction Wealth: Average 

* Locations: General Store, Burning 
Spoke, Jail 


Retmtin 

* Personality Type: Bubbly 

* Favorite Interaction: Cheer up 

* Least Favorite Interaction: Call 
Names 

* Auction Wealth: Average 

* Locations: Fitness Center, Clock 
Tower, Beach 


* Personality Type: Crazy 

* Favorite Interaction: Cheer up 

* Least Favorite Interaction: Insults 

* Auction Wealth: Filthy Rich 

* Locations: Haunted Shack 
(12:00 am-4:00 am) 


Rusty Huyy 

* Personality Type: Mean 

* Favorite Interaction: Talking about 
Interests 

* Least Favorite Interaction: Call 
Name/Insult 

* Auction Wealth: Struggling 

* Locations: Biker Bar 


Ciuseppi Mezzuuttu 

* Personality Type: Happy 

* Favorite Interaction: Cheer up 

* Least Favorite Interaction: Annoy 

* Auction Wealth: Wealthy 

* Locations: Burning Spoke, Riddle 
Machine (Van store) 



(Rutt Witty Hurtzya 

* Personality Type: Mean 

* Favorite Interaction: Intimidate 

* Least Favorite Interaction: Insult 

* Auction Wealth: Average 

* Locations: Fitness Center, Park 


Misty Waters 

* Personality Type: Bubbly 

* Favorite Interaction: Cheer up 

* Least Favorite Interaction: Insults 

* Auction Wealth: Struggling 

* Locations: Gym, Beach, Bric-a-Brac 
Shop, Country Cafe 


Htekt Huaek 

* Personality Type: Normal 

* Favorite Interaction: Compliments 

* Least Favorite Interaction: Tease 

* Auction Wealth: Average 

* Locations: Bric-a-Brac Shop, 
Dockside Diner 


0. Pkit MeCteau 

* Personality Type: Grumpy 

* Favorite Interaction: Talking about 
Interests 

* Least Favorite Interaction: Annoy 

* Auction Wealth: Average 

* Locations: Docks, Fish-n-Chips, 
Country Cafe, Dockside Diner 


OMe Satty 

* Personality Type: Happy 

* Favorite Interaction: Cheer up 

* Least Favorite Interaction: Apology 

* Auction Wealth: Average 

* Locations: Fish-n-Chips, Docks, 
Dockside Diner, Club Rubb 


Uuete Rayseett 

* Personality Type: Normal 

* Favorite Interaction: Jokes 

* Least Favorite Interaction: 
Compliments 

* Auction Wealth: Struggling 

* Locations: Farm, Country Cafe 















Roommate HPCs 

The primary difference between Roommate and 
Signature NPCs is that only Roommate NPCs can be 

YOUR ROOMMATES (hENCE THE NAME). 

As WITH Signature NPCs, you can interact fully with 
Roommate NPCs. 


CMre CtntterbeU 



* Personality Type: Normal 

* Favorite Interaction: Joke 

* Least Favorite Interaction: 
Intimidate 

* Auction Wealth: Struggling 

* Locations: Clock Tower, Farm, 
Country Cafe 


r Pusehell Swttnk 



* Personality Type: Bubbly 

* Favorite Interaction: Gossip 

* Least Favorite Interaction: 

Call Names 

* Auction Wealth: Average 

* Locations: Park, Dock, Cheatum 
AND Howe's 


r If untie PoMritm 



* Personality Type: Bubbly 

* Favorite Interaction: Secrets 

* Least Favorite Interaction: 

Call Names 

* Auction Wealth: Struggling 

* Locations: Fitness Center, Country 
Cafe, Clock Tower 


Hester Pr/mm 



* Personality Type: Grumpy 

* Favorite Interaction: Compliments 

* Least Favorite Interaction: Tease 

* Auction Wealth: Average 

* Locations: Library, Clock Tower, 
Dockside Diner 


ieff/e Cesh 



* Personality Type: Grumpy 

* Favorite Interaction: Compliments 

* Least Favorite Interaction: Tease 

* Auction Wealth: Average 

* Locations: Library, Clock Tower, 
Dockside Diner 



(HenimHiM (Hoore 


y y - ^ 

PERSONALITY lYPE: HAPPY 

* Favorite Interaction: Jokes 

* Least Favorite Interaction: Insults 

* Auction Wealth: Wealthy 

* Locations: Hospital, Country Cafe, 
VirtuChem, Fitness Center 
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(Afe/OH/etts 



* Personality Type: Grumpy 

* Favorite Interaction: Jokes 

* Least Favorite Interaction: 
Compliments 

* Auction Wealth: Average 

* Locations: Docks, Fish-n-Chips, 
Beach, Park 


f Hera Zeet-Ott 



* Personality Type: Happy 

* Favorite Interaction: Compliments 

* Least Favorite Interaction: Tease 

* Auction Wealth: Average 

* Locations: General Store, Farm, 
Burning Spoke 


Hera Hex 

\ 



* Personality Type: Bubbly 

\ 

^ iL 4 

* Favorite Interaction: Compliments 



* Least Favorite Interaction: 


^ W W 

^ ^ i 

Call Names 


II 

* Auction Wealth: Average 


L3 

* Locations: Clock Tower, Burning 


— 

Spoke, Club Rubb 

1 
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Hereee Peeee 



* Personality Type: Rich 

* Favorite Interaction: Secrets 

* Least Favorite Interaction: Brag 

* Auction Wealth: Average 

* Locations: Docks, Burning Spoke, 
Country Cafe 
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Each Service NPC charges a fee for work on a 

PER-VISIT BASIS. 

* Maid: §50 (Level 1), §100 (Level 2), §200 
(Level 3), §300 (Level 4), §400 (Level 5) 

PER VISIT. 

* Repair Man: §100 per visit 

* Firefighter: §100 per visit 

Shopkeeper NPCs 

Shopkeeper NPCs run the various shops throughout 
SimValley. Interacting with them is limited to the 

BUYING AND SELLING OF GOODS 
OR FOOD. 


Service NPCs only come when called, and they per- 
form A SPECIFIC SERVICE FOR MONEY. YOU CAN'T INTERACT 
WITH THEM AND CAN ONLY SUMMON THEM FROM YOUR 
HOME PHONE. 


firefighter 


Service MPCs 


Repair Mae 


mOTWCS 

Motives represent your Sim's basic needs, both physical 

AND PSYCHOLOGICAL. THE AVERAGE OF THESE FIVE BASIC 
MOTIVES REPRESENTS YOUR Sim'S OVERALL HAPPINESS. KEEP 
YOUR MOTIVES HIGH AND HAPPINESS WILL FOLLOW. 

In the world of The Sims: Bustin' Out, the essentials 

OF A HAPPY LIFE ARE: 



/oar need for nourishment is one of the most impor- 
tant To satisfy Hunger, you must consume food from 
Refrigerators, Stoves/Ovens, or restaurants. 


Hunger satisfac- 
tion degrades steadily 
over time, reaching 
bottom in eight hours. 
To counteract this 
degradation, consume 
food. The amount of 
satisfaction you get 
from a meal depends 
on how nourishing it is, which is, in turn, determined by 
how much the food or its cooking object costs. The 
pricier the purchased meal or the "cooler" the cooking 
object, the more nourishing the food. 

Hunger is a critical need, if you let it sink completely, 
your Sim will pass out. 

Keep yourself dean by 
taking showers and 
washing hands. 

Swimming in pools 
increases Hygiene as 
well. 

Hygiene falls 
steadily as you go 
through the activities 

of your day. Hygiene decay is also accelerated by 
having a Bladder accident, developing Body skill, 
bull riding, and some job minigames. Without any 
acceleration. Hygiene completely depletes in 16 hours. 












No Sim is an island. Every minute you're not interacting 
with other Sims, your Social need is going unmet Keep 
it high by regularly interacting with other Sims in 
conversation. 

Social decays 
completely if you don't 
interact with anyone 
for 18 hours, 


Your need for Bladder 
relief is a fact of life. It 
decays steadily over 
seven hours, making it 
your most demanding 
need. Bladder decay 
can also be sped up by 
drinking espresso, 
water from fountains, 
or bar drinks. 

The only way to satisfy your Bladder need is to use a 
Toilet You can always relieve yourself on the floor, but 
there are several repercussions. Having an "accident" 
results in a puddle that drags down your Room motive 
until mopped up (if you're at home), as well as a dra- 
matic drop in both Hygiene and Comfort. H can also, if 
you do it outside your house, result in a trip to the Jail 
and either a six-hour sentence or a §100 fine. 


Talking is the cure for low 
Social motive. 


When Bladder gets low, have a 

SIT-DOWN OF ANOTHER SORT AND 
CATCH UP ON THE NEWS. 


Your need for rest is represented by Energy. Replenish 
Energy by sleeping in Beds or on Couches, drinking 
espresso, or using the Crystal Ball, 

Energy depletes 
steadily over l^t hours 
if nothing affects it. 

Decay can be sped up 
by bull riding, weight 
lifting, some job 
minigames, and danc- 
ing, Running, however, 
does not affect Energy, 

Energy is a critical 
need. If you let it drop completely, your Sim will pass out 


Sleeping in your own Bed is 

GREAT, BUT A COUCH WILL DO WHEN 

you're out and about. 


fun is just as important to your Sim 's life as other 
motives. To feed this need, do entertaining things like 
interacting with recre- 
ational objects, dancing 
at a nightclub, swim- 
ming in the pool, riding 
your Scooter, playing 
with a pet or admiring 
decorative objects. 

Over time, fun runs 
dry in 12 hours. 


Comfort 


Comfort may seem like 
a luxury, but it's not 
Satisfy your Comfort 
need by sitting on 
Chairs, RecHners, or 
Couches, or by sleeping 
in Beds or on Couches, 

Comfort decays 
completely if you go 
without a sit-down or a rest for eight hours. Comfort 
also takes a negative dive if you let your Bladder need 
go unmet; wet Sims are not 
comfortable Sims, 


Recreational OBJECTS feed Fun 


Sometimes, you've just got 

TO SIT. 
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SoeM Meracthns 


Conversation is impor- 

I TANT, BUT NOT MORE 
IMPORTANT THAN YOUR 
NEEDS. As SUCH, YOU 
can't engage in conver- 
sation WITH ANOTHER SiM 
IF ANY OF YOUR MOTIVES 

(except Social) is too 

LOW. You MUST TEND TO 
ANY LOW NEEDS BEFORE 
ANYONE WILL TALK TO YOU. 


Can't talk with a full Bladder. 
When you gotta go, you gotta go. 


Room is a combination 
of the condition of the 
objects in your house 
and your time away 
&om home. 

Every minute you 
spend in your place of 
residence replenishes 
your Room need. The 
speed of this need sat- 
I is faction is determined by the coHecdve 
I coolness of your possessions and their condition. The 
maximum possible replenishment is decreased by hav- 
ing a messy house (dirty bathroom fixtures, an unmade 
\ Bed, Sim or pet puddles on the floor) or broken objects. 
Cleaning helps raise this temporary cap (whether it's 
done by you, a Maid, or a Robot Monkey Butier), as 
does fixing broken objects (again by you or by a 
I professional repairman), 

I Conversely, every minute away from your house 
depletes your Room need-essentiaiiy Sim homesick- 
ness, Room degrades completely in 2^ hours away 
I fomhome. 


Room score is capped by messes 

AND ITEMS IN DISREPAIR. TO GET 
THE FULL BOOST WHILE HOME, 
CLEAN OR HIRE SOMEONE TO DO IT. 


As in life, there are times when tending to your needs 
can seem like a nuisance, it helps to keep in mind what 
you're getting by keeping your motives high. 


Skit! Objects 

You MAY NOT USE ANY SKILL-BUILDING OBJECTS IF YOUR OVER- 
ALL Happiness (the average of all your motives) or any of 

THE CRITICAL NEEDS (HUNGER, ENERGY, BLADDER) ARE TOO 

LOW. Likewise, you get kicked from using a skill object 

BEFORE REACHING YOUR NEXT SKILL POINT IF HAPPINESS OR A 
CRITICAL NEED FALLS TOO LOW WHILE YOU'RE USING IT. TEND TO 
ANY SAGGING NEEDS TO GET BACK IN THE ACTION. 


Job Mieiyemes 


As WITH SKILL OBJECTS, LOW HAPPINESS OR NEAR-BOTTOM 
CRITICAL NEEDS (HUNGER, ENERGY, BLADDER) 

PROHIBIT YOU FROM ENTERING ANY JOB MINIGAMES. 


Pttssfng OotB 



Passing Out can occur 
if you let either Hunger 
or Energy drop to 
absolute bottom, fail to 
tend to these needs 
and your Sim will drop 
like a sack of bricks 
and awaken in the 
Hospital. Hospitalized 
Sims win find their 
motives (except Social and Comfort) at about 1/2 full 
and their wallets tightened by a §20 per visit charge 
added to their weekly bills. 


Let CRITICAL motives like Hunger 
GET TOO LOW AND THIS IS WHAT 
YOU GET. 




Though home is the pri- 
mary place for dealing 
with your needs, there 
are many places you 
can satisfy your 
motives even when 
you're not home, 

* Hunger: Buy food at 

RESTAURANT, GRILL 
FOOD ON A PUBLIC 
GRILL (§ 20 ), DRINK FROM WATER FOUNTAIN. 

* Hygiene: Hit the public showers in the first floor of 
THE Fitness Center. 

* Energy: You can catch a nap on the Couches in the 
Burning Spoke and the Hospital (open 24 hours). 

* Social: Talk to any Sim anywhere. 

* Comfort: Sit on public Benches, Chairs in restaurants, 
OR ON Couches in the Burning Spoke and Hospital. 

* Bladder: Public Toilets are located in the Fitness 
Center, the Burning Spoke, the Docks, and the 
Country Cafe. 

* Fun: Fun objects can be found in the Country Cafe, the 
Beach, Club Rubb, Burning Spoke, the pools in the 
Fitness Center and behind the Clock Tower, on 







YOUR Scooter, and anywhere there's an object 
to"Admire." 

* Room: Sorry, there's generally no place like home. A 

LITTLE KNOWN SECRET, HOWEVER, IS THAT FAMILY IS SOME 
THING SPECIAL AND YOU ALWAYS HAVE A HOME AT THE 

Hayseeds'. When you can get into it, you can replenish 
Room by entering Uncle Hayseed's farmhouse. 


li£\.AT\Ot\SH\PS 

Getting along well with your fellow Sims is another cen- 
tral PART OF THE GAME. TRY TO MAKE THE MOST OF EVERY 
ENCOUNTER. 

Relationships ARE important because: 

* You NEED LARGE NUMBERS OF FRIENDS Tp-IADVANCE , 

BETWEEN LEVELS. 1 

, ! 

* Some objectives require cert^ po|;ularity ^-core^^™ 

* When a friend Sim sees When elem^^ 

(0 OR less) SEE YOU, THEyV^^B^E^I^TURE| 


All YOUR relationship informa- 
tion IS CONTAINED ON THE 
Popularity menu. 


AH of your interactions 
with other Sims are ^ 
rated by a "relationship 

score" ranging from - B 1 

//I/I X. //I/I TLif, Cooking III 'I 

iUU ro iUUt ! ntS score /^oohanical IIIMIIIII Micki Knack has boon ■ 

Croativity IMIIIIIII running SimValloy's I 

if Bodv IIIMIIIII trinkot storo for ovor 30 

4> ^nown on me Loaic mi marblo 

Popularity menu for Wn. InonontL---- .m 

c !^ All your relationship informa- 

me highlighted Stm u contained on the 

(on the right side) or popularity menu. 

off to the right during 

conversations. 

Hearty every interaction you have with an HPC 
Sim has a positive or negadve effect on this 
relationship score, 

making FrieoUs 

A FRIEND IS DEFINED AS ANY SiM WITH WHOM YOU HAVE A 
RELATIONSHIP SCORE OF 50 OR GREATER. MANY GAME OBJEC- 
TIVES REQUIRE YOU TO HAVE A CERTAIN NUMBER OF SiMS WHO 
QUALIFY AS FRIENDS, SO COLLECTING AS MANY AS POSSIBLE 
IS CRUCIAL. 


A PERSON STAYS A FRIEND UNTIL EITHER THE RELATIONSHIP 
SCORE DROPS BELOW 0 OR THERE'S A 
10-POINT DROP IN ONE CONVERSATION. 

The best way to tell if someone's a friend is to look 

AT THE BACKGROUND DURING A CONVERSATION. A FRIEND'S 
BACKGROUND IS COVERED IN SMILEY FACES. 


tave 



FI:Want to msm m with m? 
|How/ about a little k\ss 7 
ij aet 5uch a warm and friendly 


Love is a special rela- 
tionship THAT CAN ARISE 
WITH A Sim of the oppo- 
site GENDER IN CERTAIN 
CIRCUMSTANCES. 

Love can result from 

A SUCCESSFUL HUG, KISS, 

OR FLIRT. The higher your 

RELATIONSHIP SCORE 

WITH A Sim, THE GREATER 

A Sim in love shows a back- 

Ts. 

If you have a relation- 
ship SCORE OF 50 AND YOU DO CERTAIN INTERACTIONS, 
there's a 50 PERCENT CHANCE LOVE 
WILL BLOOM. 

Which interactions you choose, however, changes 

THE ODDS. A HUG ONLY INSPIRES LOVE IN RARE CASES, 
REDUCING THE PROBABILITY SUBSTANTIALLY. A FLIRT OR 
FRIENDLY KISS CAN ESCALATE THINGS TO ROMANCE MORE 
OFTEN, REDUCING THE PROBABILITY BUT LESS SO. A PASSION- 
ATE KISS, HOWEVER, IS YOUR MOST LIKELY TRIGGER, NOT 
AFFECTING THE BASIC PROBABILITY AT ALL. 

For example, if the relationship is at 70, the chances 

OF LOVE WITH EACH INTERACTION ARE: HUG (40 PERCENT), 
FRIENDLY KISS OR FLIRT (60 PERCENT), PASSIONATE KISS 

(70 percent). 

The benefit of having a love relationship is that it 

BOOSTS ALL SOCIAL INTERACTIONS (BOTH POSITIVE AND 

negative) between you and the loved one by 2 POINTS. 
Love can, however, be lost. If you cause a Sim 

TO GIVE YOU THE SILENT TREATMENT OR THE RELATIONSHIP 
SCORE DROPS BELOW 0, THE SiM WILL FALL OUT 
OF LOVE. 

RetaHoaskip Decay 

Every day, untended relationships decay randomly by 
1-3 POINTS. 


Papaiarity 


Popularity (shown in the Popularity menu) is the 

AVERAGE OF ALL YOUR RELATIONSHIP SCORES WITH EVERY 

Sim you've met. To keep this high, keep individual rela- 
tionship SCORES UP AND OFFSET ANY LOW SCORES WITH 
EXTREMELY HIGH ONES. 
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Complain 


Hornmi tutemthns 


NPC 

Annoy 

Apologize 

Brag 

Bucky Brock 

-2 

1 

-2 

Chet R. Chase 

1 

1 

-2 

Claire Clutterbell 

-2 

1 

2 

Daddy Bigbucks 

-2 

2 

2 

Daschell Swank 

-1 

1 

-2 

Det. Dan D. Mann 

-2 

1 

-2 

Duane Doldrum 

-2 

0 

0 

Dusty Hogg 

-5 

1 

1 

Eddie Renalin 

-3 

-3 

0 

Ephram Earl 

-2 

-2 

2 

Giuseppi Mezzoalto 

-5 

1 

-2 

Hester Primm 

-1 

2 

2 

Lottie Cash 

-1 

-3 

2 

Mad Willy Hurtzya 

-4 

-1 

-3 

Maximillian Moore 

-1 

-1 

2 

Melodious 

-1 

1 

-1 

Misty Waters 

-5 

-3 

1 

Nicki Knack 

-2 

1 

-1 

Nora Zel-Ott 

-1 

2 

0 

0. Phil McClean 

-4 

-1 

-2 

Old Salty 

2 

-7 

2 

Uncle Hayseed 

-2 

1 

-1 

Vera Vex 

-3 

-1 

0 

Vernon Peeve 

0 

-1 

-4 


mm YOU COMVa^^QU, \T9 mot AtUiAYQ 
' r - \WHAT VTMD OF IMTC^ACTOM A 9TAT^- 

MFMT \Q. AQ YOU OA\M F)CPF^\FMCF, YOU UAPM TO 
\DFMT\FY \MTFPACT\OM9 9Y TWQP PHPAQIMO. FOP 
F)CAMPtF, 'mt 9FCPFT' AtUAYQ 9TAPTQ UilTH "PQQT" 


C^nversat/Mal 

Meraeti%m 


Your primary vehicle 
for developing relation- 
ships is conversation. 
There are two differ- 
ent kinds of interac- 
tions, normal and 
rejectabie. 


Relationships are built by 

EFFECTIVE CONVERSATION. 


Q\m WJ\TH T OVCRi THClRi HEADS 
INDICATE ONE OF TWO THINGS. THEY 
^ EITHER WANT TO MEET YOU FOR THE FIRST TIME, 
OR YOU NEED TO SPEAK WITH THEM REGARDING A 
MISSION OBJECTIVE. 


Homai Interactions 


Normal interactions are, if used, always accepted and pro 


DUCE A predictable RESPONSE FROM AN NPC SiM. THERE ARE 15 


KINDS OF NORMAL INTERACTIONS: ANNOY, APOLOGIZE, BRAG, CALL 


NAME, CHEER UP, COMPLAIN, COMPLIMENT, JOKE, FLIRT, INSULT 


INTIMIDATE, GOSSIP, INTERESTS, SECRET, AND TEASE. 











mn 


Ke/ecMi/e iateraci/MS 

Rejectable interactions can be either accepted or 

REJECTED BY THE RECIPIENT, BASED ON YOUR RELATIONSHIP 
SCORE AND THE KIND OF INTERACTION. THE BETTER YOUR RELATION- 
SHIP SCORE AND THE LESS INTIMATE THE INTERACTION, THE HIGHER 
THE PROBABILITY OF ACCEPTANCE. 

Rejectable interactions and their probabilities are: tickle 
(relationship score -1-15 percent), hug (relationship score -FlO 
percent), friendly kiss (relationship score -10 percent), pas- 
sionate KISS (relationship score -15 percent), roommate 
INVITATION (relationship SCORE). 



For example, if a rela- 

TIONSHIP SCORE IS 60, THE 
CHANCE OF A TICKLE BEING i 
ACCEPTED IS 75 PERCENT 
WHILE A PASSIONATE KISS IS 
45 PERCENT. 

Having a rejectable 

INTERACTION ACCEPTED GIVES 
A RELATIONSHIP BOOST 
BASED ON THE NPC, BUT A 

REJECTION GIVES AN She'S PRETTY HAPPY ABOUT 

ACROSS-THE-BOARD -5 THAT KISS. 

POINT HIT TO THE RELATION- 
SHIP SCORE. The payoff is big, but there's always a risk. 

f/PCs ffW Meraetion 

Each NPC Sim is hardwired to react in predictable ways to each 

KIND OF CONVERSATIONAL INTERACTION, CAUSING A CHANGE TO THE 
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Rejeetabie tutermthm 


NPC 

Tickle 

Hug 

Friendly 

Passionate 

Roommate 




Kiss 

Kiss 

Invitation 


Bucky Brock 

4 

2 

4 

8 

N/A 

Chet R. Chase 

5 

2 

4 

2 

N/A 

Claire Clutterbell 

3 

4 

4 

7 

1 

Daddy Bigbucks 

1 

3 

2 

3 

N/A 

Dasch ELL Swank 

3 

3 

4 

6 

1 

Det. Dan D. Mann 

1 

2 

2 

1 

N/A 

Duane Doldrum 

3 

3 

4 

7 

1 

Dusty Hogg 

2 

4 

3 

2 

N/A 

Eddie Renalin 

3 

1 

4 

6 

N/A 

Ephram Earl 

3 

1 

2 

2 

N/A 

Giuseppi Mezzoalto 

1 

3 

4 

6 

N/A 

Hester Primm 

3 

4 

3 

7 

0 

Lottie Cash 

4 

4 

5 

8 

1 

Mad Willy Hurtzya 

2 

3 

4 

4 

N/A 

Maximillian Moore 

4 

4 

4 

7 

2 

Mel Odious 

3 

4 

5 

7 

2 

Misty Waters 

4 

2 

4 

7 

N/A 

Nicki Knack 

3 

3 

2 

4 

N/A 

^ NoraZel-Ott 

3 

5 

4 

9 

3 

0. Phil McClean 

2 

1 

2 

2 

N/A 

Old Salty 

4 

4 

2 

4 

N/A 

Uncle Hayseed 

1 

2 

2 

2 

N/A 

Vera Vex 

2 

3 

4 

7 

2 

Vernon Peeve 

3 

3 

4 

7 

0 


\F mm OF THF COMVFT^QATlOMAt 
QFtFCTlOMQ Y\FtD A POQITWF 
mATlOMQWP FFFFCX QAY 
OOODPYF AMD \MMFD\ATFtY 
T^FFMOAOF THF COMVFT^QATIOM. A MFUi QtATF OF 
\MTFT^ACT\OMQ \Q T^AMDOMtY OFMF^ATFD 


Personality Types 
end Pelethnships 


There's one last variable in the equation, you. Your Sim's 

PERSONALITY CHANGES THE WAY DIFFERENT KINDS OF SiMS REACT 
TO YOU. 

Each NPC Sim has a general personality type that dictates 

HOW THE NPC REACTS TO YOUR PERSONALITY ELEMENTS (NICE/MEAN, 

Playful/Serious, etc.). These reactions change the numbers 

YOU SEE IN THE PREVIOUS TABLES. 


* Bubbly: +1 if Playful 7 or more, +1 if Active 7 

OR MORE 

* Crazy: +1 if Outgoing 3 or less, +1 if Outgoing 
7 OR MORE 

* Grumpy: +1 if Nice 3 or less, +1 if Playful 3 

OR LESS 

* Happy: +1 if Neat 7 or more, +1 if Nice 7 

OR MORE 

* Mean: +1 if Nice 3 or less, +1 if Outgoing 7 

OR MORE 

* Normal: +1 if Nice 7 or more, +1 if Playful 7 

OR MORE 

* Rich: +1 if Active 7 or more, +1 if Neat 7 

OR MORE 


Here'S a quick example. Let's say you complain to Daddy 
Bigbucks (a "Rich" NPC) and you have an Active score of 8. 
Normally, this would get you a -1. Because of your high 
Active personality, however, the negative impact is neutral- 
ized TO 0. This feature can't, however, turn a negative inter- 
action INTO A POSITIVE OR VICE VERSA. 

The best way to avoid this complication is to design a 

BALANCED SiM (5 POINTS TO EACH CHARACTERISTIC). THERE'S NO REAL 
DOWNSIDE TO DOING IT THIS WAY (UNLIKE IN THE CONSOLE VERSION 

OF The Sims: Bustin' Out, and it allows you to get along with 

ALL KINDS 
OF Sims. 

Tiie Silent Treatment 

If YOU LOWER THE RELA- 
TIONSHIP SCORE WITH AN 
NPC BY 10 OR MORE 
POINTS IN A SINGLE CON- 
VERSATION, THE NPC 
CUTS OFF THE CONVERSA- 
TION AND REFUSES TO 
TALK TO YOU FOR A DAY. 

If the drop occurs in a 

SINGLE INTERACTION, 

THE SILENT TREATMENT 
CAN LAST TWO OR THREE 

DAYS. This can be very 

AWKWARD IF YOU NEED TO TALK TO THIS PERSON TO COMPLETE 
AN OBJECTIVE. 

Motives and Interaction 

If one of your motives is critically low, you can't engage in 

OR CONTINUE CONVERSATION. 



You've gone too far. Now she 
won't talk to you for days. 




Ot^er 

There are several other ways to affect relationships. 

* Give Gift: You can buy gifts from the Bric-a-Brac 

SHOP TO GIVE TO NPCS FOR A RELATIONSHIP BOOST. 

Giving quest items can provide positive 

RELATIONSHIP CHANGES TOO. 

* Running Errands: Taking things to other NPCs 

GETS YOU A BOOST IN RELATIONSHIP TO SENDER AND 

RECIPIENT. Failing to deliver harms your 

RELATIONSHIP WITH THE SENDER. 


You CAN ASK ANY OF THE ROOMMATE NPC SiMS TO BE YOUR ROOM- 
MATE, BUT it's a REJECTABLE INTERACTION. THE PROBABILITY OF 
ACCEPTANCE DEPENDS ON YOUR 

RELATIONSHIP SCORE-THE HIGHER THE MORE LIKELY. 

The offer is always rejected if you already have 

A ROOMMATE; YOU CAN ONLY HAVE ONE ROOMMATE AT 
A TIME. 

A ROOMMATE LIVES IN YOUR HOME WITH YOU BUT DOESN'T PER- 
FORM ANY HOUSEHOLD CHORES OR PAY HALF THE BILLS. THE MAIN 
BENEFIT TO HAVING A ROOMMATE IS THAT YOU ALWAYS KNOW WHERE 

HE OR SHE IS. It's a good idea to make a Sim a roommate if you 
KNOW you'll need THAT NPC FREQUENTLY FOR AN OBJECTIVE. 







Skitts 


There are five essential 
SKILLS IN ANY Sim'S LIFE. 

* Body 

* Charisma 

* Cooking 

* Creativity 

* Logic 

* Mechanical 

To INCREASE A SKILL 
THROUGH ITS 10 STAGES, 
YOU MUST INTERACT WITH 



Reading in the Library is a 

GREAT WAY TO WORK ON ALL 
YOUR SKILLS. 


Money is as essential as any of your basic Sim needs. It may be even 

MORE IMPORTANT SINCE YOU CAN'T SATISFY YOUR NEEDS WITHOUT IT. 

How TO DEVELOP THE SKILLS NECESSARY TO EARN A LIVING AND HOW 
AND WHERE TO MAKE MONEY ARE, THEREFORE, MAJOR CONCERNS. 


OBJECTS THAT GRANT SKILL POINTS. LOWER SKILL POINTS ARE QUICK 
TO ACHIEVE, BUT THE HIGHER THE LEVEL, THE LONGER THE INTERACTION 
REQUIRED TO EARN A SKILL POINT. FOR EXAMPLE, READING A BOOK TO 
EARN YOUR FIRST LOGIC POINT TAKES A FEW MINUTES, BUT EARNING 

Logic 8 will probably require a bathroom break for your Sim. 
Each skill has several corresponding skill-building objects. 

* Body: Workout Equipment at the Fitness Center, 
Book in Library, Free Weights, Punching Bag. 

* Charisma: Any Mirror (bought object or in 
Fitness Center), Book in Library. 

* Cooking: Books in Library. 

* Creativity: Books in Library, Pottery Wheel, 
Guitar, Easel (bought or in Park Maze). 

* Logic: Books in Library, any purchased 
Computer, Chess Board. 

* Mechanical: Books in Library, Tesla Coil, Uncle 
Hayseed's Tractor. 


Using these objects 

TAKES TIME, AND YOUR 
MOTIVES DECAY WHILE YOU'RE 
ENGAGED WITH THEM. IF 
MOTIVES DROP TOO LOW, YOU 

can't work on your skill 

UNTIL YOU TEND TO YOUR 
NEEDS. Try to begin inter- 
acting WITH THESE OBJECTS 
WITH YOUR MOTIVES FULL. 



This Sim won't punch the heavy 

BAG UNTIL HE GETS SOME REST. 


Why Oevetop Shuts 

There are four reasons to develop skills: objectives, possible 

INJURY, SPEED OF ACCOMPLISHMENT, AND JOBS. 


1. Several objectives in the game require you to 

ACHIEVE CERTAIN SKILL THRESHOLDS. 

2. Trying to fix something with low Mechanical 

SKILL OR TRYING TO USE A HEAT-GENERATING 
STOVE WITH LOW COOKING SKILL CAN RESULT IN 
ELECTROCUTION OR A FIRE. EITHER CAN RESULT IN 

Passing Out and a costly trip to the hospital. 

3. The higher your Mechanical skill, the faster 

YOU CAN FIX BROKEN OBJECTS. THE HIGHER YOUR 

Cooking skill, the faster you can prepare food, 

AND THE MORE A MEAL SATISFIES YOUR HUNGER NEED. 

4. Skills also improve your moneymaking ability. 
Every job minigame has five levels of promotion, 

EACH MORE DIFFICULT BUT MORE LUCRATIVE. 

Promotions aren't just about high scores. For 

EACH JOB PROMOTION, YOU MUST MEET CERTAIN 
MINIMUM SKILL REQUIREMENTS. WITHOUT THESE 
MINIMUMS, YOU WON'T BE PROMOTED, NO MATTER 
HOW HIGH A SCORE YOU EARN. 
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To MAKE THE KIND OF MONEY YOU NEED TO WIN 
THE GAME, YOU MUST WIN MINIGAME PROMOTIONS 
AND PLAY AT THE HIGHEST LEVELS. ADVANCING 
BETWEEN LEVELS IN THE GAME (MOVING FROM 
HOUSE TO house) USUALLY REQUIRES YOU TO EARN 
PROMOTIONSIN SPECIFIC GAMES. 


£nMi Running 


There are many ways to make money. 

Cniieeting Stuff 

The streets and corners of SimValley are 

UTTERED WITH OBJECTS YOU CAN COLLECT AND SELL 
TO THE VIRTUCHEM LAB TECHNICIAN. 


* Aluminum Cans 

* Old Glass Jars 

* Mechanical Cogs 

* Nuclear Fuel 
Rods 

* 3-Eared Mice 
These objects 

APPEAR IN RECUR- 
RING LOCATIONS, 
REGENERATING PERI- 
ODICALLY. When you see one, stop near it and 
PRESS ®. These objects don't consume room in 
YOUR inventory; they are stored in a special 

SECTION OF THE POCKETS SCREEN JUST FOR 
COLLECTIBLE ITEMS. 

To EARN MONEY, YOU CAN SELL THEM AT VIRTUCHEM 
DURING ITS BUSINESS HOURS (8:00 PM-8:00 AM). THE 
PRICE FOR EACH OBJECT VARIES RANDOMLY EACH DAY. 

On any given day, the ranges are: 

* Aluminum Cans: §3-§16 

* Old Glass Jars: §9-§20 

* Mechanical Cogs: §11-§25 

* Nuclear Fuel Rods: §61-§190 

* 3-Eared Mice: §81-§220 

Knowing these ranges, don't sell (especially 

THE RODS AND MICE) UNTIL THE PRICE IS UP, OR 

you'll be wasting your resources. 

Note that Aluminum Cans are part of two 

GAME OBJECTIVES, SO MAKE SURE YOU HOLD ON TO 
ENOUGH TO SATISFY THOSE OBJECTIVES WHEN THE 
NEED ARISES. 


■ iiwiki rti 


Your collectables are tallied 

IN THE UPPER LEFT OF YOUR 

Pockets screen. 


When interacting with an NPC, you might be 

GIVEN THE OPPORTUNITY TO OFFER HELP TO THAT NPC. 

If you don't already have an errand assigned to 


YOU (you can only have one at a time), there's a 

CHANCE THE NPC YOU'RE TALKING TO WILL GIVE YOU AN 
OBJECT TO DELIVER TO ANOTHER NPC. 

The chance of 

GETTING AN ERRAND 
IS RELATED TO YOUR 
RELATIONSHIP WITH 

THE NPC. The higher 

THE RELATIONSHIP 
SCORE, THE HIGHER 
THE PROBABILITY. 

If YOU OFFER TO 
HELP AND THE NPC 
ACCEPTS YOUR OFFER, 
THE OBJECT WILL 
APPEAR IN A SLOT IN YOUR INVENTORY. IF YOU FORGET 
WHO THE DELIVERY IS FOR, CHECK THE ITEM'S DESCRIP- 
TION ON THE Pockets menu. 

Successfully deliver an item and you get two 

REWARDS, ONE FINANCIAL AND ONE SOCIAL. THE 
MONEY YOU GET FOR A DELIVERY IS RELATED TO THE 
PERSONALITY OF THE RECIPIENT (MULTIPLIED BY THE 
LEVEL number). 

* Grumpy: §25 

* Mean: §13 

* Bubbly: §80 

* Happy: §95 

* Normal: §80 

* Crazy: §75 

* Rich: §150 

The second reward is social. Successful 

DELIVERY RESULTS IN A -!-3 TO YOUR RELATIONSHIP 
WITH BOTH PARTIES. 

Once you have an errand item in your 

INVENTORY, YOU HAVE TWO GAME DAYS TO DELIVER IT. 

If you fail to deliver the item on time, you lose a 

RANDOM NUMBER OF RELATIONSHIP POINTS (BETWEEN 
1 AND 6 points) with THE SiM WHO ASKED YOU 
TO DELIVER THE ITEM. YOU ALSO WALK AWAY EMPTY- 
HANDED-NO REWARD MONEY FOR LATE DELIVERIES. 

Setting ieur Stuff 

You CAN GENERATE MONEY BY SELLING OBJECTS YOU 

OWN. Objects can be sold in two ways. 

* Stores: Stores buy most kinds of objects, but 

AT A SUBSTANTIAL DISCOUNT OF THE ORIGINAL 
PURCHASE PRICE. 

* GBA Link Auctions: If you hold an auction with 

OTHER PLAYERS VIA A GBA LINK CABLE, YOU CAN 
AUCTION OFF ANY OF YOUR ITEMS. YOU CAN GET A 
BETTER PRICE THAN YOU WOULD AT A STORE, 
ESPECIALLY ON RARE ITEMS. 







Smoothie Slider 


Especially valuable for both methods are your zodiac 

ITEMS, THE SECRET ITEMS THAT CORRESPOND TO THE ZODIAC SIGN YOU 
CHOSE FOR YOUR SiM. ONCE YOU FIND THEM, YOU MAY KEEP THEM FOR 
YOUR HOME OR SELL THEM OFF FOR CONSIDERABLE CASH. 


* Level Unlocked: 2 

* Location: Burning 
Spoke (behind bar) 

* Hours: 8KX) pm-IIKX) pm 
*ShiftTime:Two hours 


MMgitmes 


The Sims St/sr/w' Our contains eight minigames that constitute 

YOUR PRIMARY SOURCE OF INCOME. 

The games are unlocked gradually-one each for the first 
TWO Levels and two per Level thereafter. You unlock these 

GAMES BY COMPLETING MISSIONS AND TALKING TO NPC SiMS. 

Once a game is unlocked, you can play it once per day during 

ITS LISTED HOURS OF OPERATION. THE LOCATION OF EACH GAME IS 
MARKED BY A BLUE SIGN WITH A "§" ON IT. APPROACH THE SIGN AND 
PRESS TO BEGIN. 


The OBJECT IS TO SCORE WiBLl. ^ . .1 — 

POINTS BY DELIVERING SMOOTHIE SUDER 

DRINKS TO CUSTOMERS DOWN 

THE BAR. You MUST DO THIS BY SLIDING AND BANKING GLASSES TO 
DISTANT PATRONS BY CONTROLLING THE DIRECTION AND POWER OF 
YOUR THROW. 

Each patron displays his order by putting up a color-coded 

COASTER-DARK BLUE FOR MILKSHAKE, PALE BLUE FOR LEMONADE, AND 
RED FOR ROOT BEER. 

To SCORE MAXIMUM POINTS, DELIVER THE CORRECT DRINK TO THE 
MOST DISTANT PATRONS. THE FARTHER THE THROW, THE HIGHER THE 

SCORE. If you throw too hard, you'll break your limited supply 
OF GLASSES. RUN OUT OF GLASSES AND YOU'LL GET THROWN OUT OF 
THE BAR. 

You ALSO GET BONUS POINTS EACH TIME A GLASS BANKS OFF THE 
SIDE OF THE BAR. 

Patrons each have a primary order (indicated by their coast- 
er), BUT THEY ALSO ACCEPT AN "ALTERNATIVE" ORDER FOR A SMALLER 

TIP. Since there are three types of drink, this also means that 

THERE IS A DRINK THAT YOUR PATRON WILL REFUSE. DELIVER THE 
UNACCEPTABLE OPTION, AND THE PATRON WILL BREAK THE GLASS. 


Q^W PtAYlMO \M 
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Mower Modoess 


* Level Unlocked: 1 

* Location: Farm 

* Hours: 5:00 am- 
7:00 PM 

* ShiftTime: Three 

HOURS 


Acceptable alternatives are: 

* Root Beer accepts milkshake but not lemonade 

* Lemonade accepts root beer but not milkshake 

* Milkshake accepts lemonade but not root beer 


feS the object of the game is 

Mower Madness weeds in the lawn before 

TIME RUNS OUT. THERE ARE 

TWO MAJOR IMPEDIMENTS. HITTING A ROCK SPINS YOUR MOWER OUT OF 
CONTROL (wasting TIME), AND MOWING DOWN A FLOWER (LOCATED IN 

dirtXbeds around the yard) subtracts points (5 PER flower) 

FROM YOUR SCORE. 

As YOU ADVANCE THROUGH THE PROMOTION LEVELS, THE NUMBER OF 
WEEDS INCREASES, AS DO THE SCORES FOR EACH WEED AND EACH 
FLOWER. Scores are multiplied (up to xlO for level 5). On level 5, 

YOU FIND THREE CHICKENS RUNNING LOOSE IN THE YARD. RUNNING 
OVER THEM DOESN'T COST YOU SiMOLEONS, BUT IT REDUCES YOUR 
RELATIONSHIP SCORE WITH UNCLE HAYSEED. 

The mower has no reverse gear and can only be turned 

WHILE ACCELERATING. 


Keep these alternatives in mind when your drink-in-hand 
isn't being ordered by anyone in the round. 


Score Mechanical Body 


Promotion Level 


Poweriifter 


(Hhmt Mtutness 


* Level Unlocked: 3 

* Location: Fitness 
Center (upstairs) 

* Hours: 3:00 pm- 
5:00 PM 

* ShiftTime: Two 

HOURS 


Score Mechanical Body 


Promotion Level 


Powerlifter 


The object is to score 

POINTS BY LIFTING THE HEAVIEST POSSIBLE WEIGHTS. 

A SUCCESSFUL LIFT REQUIRES TO YOU REPEATEDLY MASH ® (tI 
HEAVIER THE WEIGHT, THE FASTER YOU MUST PUSH THE BUTTON) 
UNTIL THE WEIGHT REACHES YOUR Sim'S WAIST. WHEN THE ARROW 


Level 2 

50 

1 

0 

Level 3 

150 

2 

0 

Level 4 

300 

3 

2 

Level 5 

600 

4 

3 


Level 2 

75 

0 

0 

Level 3 

250 

2 

1 

Level 4 

400 

2 

3 

Level 5 

900 

2 

5 


PKiM«eAMes.eoM 


as 




PROMPT COMES UP ON THE SCREEN, STOP PRESSING ® AND PUSH 
DOWN ON THE D-PAD. RESUME PRESSING ® UNTIL THE NEXT ARROW 
PROMPT INSTRUCTS YOU TO PRESS UP ON THE D-PAD. 

This game is all about timing. Pressing the D-pad too soon 

OR IN CONJUNCTION WITH ® CAUSES YOU TO DROP THE WEIGHT. YOU 
GET A PARTIAL SCORE BUT NOTHING NEAR FULL VALUE. YOU ALSO 
REDUCE THE MAXIMUM WEIGHT AVAILABLE, FURTHER LOWERING YOUR 
POTENTIAL SCORE. 

To ACHIEVE PROMOTION-WORTHY SCORES, YOU MUST LIFT ALL 
WEIGHTS WITHOUT FAILURE. 


Powerlifter Prm^HM PeifukemMts 

Promotion Level Score Mechanical Body 


Level 2 

50 

0 

2 

Levels 

150 

0 

4 

Level 4 

450 

0 

7 

Level 5 

800 

0 

10 


Sa/t f linger 


* Level Unlocked: 3 

* Location: Fish-n- 
Chips (down 
stairs) and Docks 
(end of pier) 

* Hours: 3:00 am- 
3:00 PM 

* ShiftTime: Five 

HOURS 






i 

-j 

b-. 

liyr* 
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Bait Flinger 



The object is to catch the biggest fish on five casts. To do this, 

YOU HAVE TO GUESS WHICH FISH ARE THE MOST VALUABLE AND WHICH 
BAIT TO USE. 

Baits are color coded to their appropriate depths. 

* Light Blue: Shallow 

* Green: Medium 

* Blue: Deep 

Only fish of the same color (same depth) as the bait 

RESPOND TO A GIVEN BAIT. 

The size of a fish can be determined by looking at the size of 

ITS SHADOW RELATIVE TO ITS DEPTH. A LARGE FISH IN SHALLOW WATER 
HAS A MASSIVE BLUE SHADOW WHILE THE SAME FISH IN DEEP WATER 
HAS A SMALL SHADOW. THE KEY IS TO LOOK AT OTHER FISH AT THE 
SAME DEPTH. IF ONE BLACK FISH IS LARGER THAN THE OTHERS, IT'S THE 
HEAVIEST, EVEN IF THERE ARE LARGER SHADOWS AT LESSER DEPTHS. 

There are five kinds of fish (perch, sea bass, salmon, mar- 
lin, shark), though all five only appear once you've been pro- 
moted TO LEVEL 5. You CAN SEE THE KIND OF FISH YOU HAVE WHEN IT 
BREAKS THE WATER. ONCE YOU SEE IT, CONSIDER IF YOU WANT TO KEEP 
IT, THEN EITHER REEL IT IN OR LET IT GO. YOU HAVE MORE THAN FIVE 


BAITS, SO YOU CAN LET A FEW FISH GO AND STILL CATCH YOUR FIVE. 

Once you hooka fish, reel it in by mashing ®. If it runs, 

STOP PUSHING ® AND PUSH DOWN ON THE D-PAD. THIS PULLS THE 
FISH OUT OF THE WATER AND TIRES IT OUT. ONCE THE FISH BREAKS 
THE SURFACE, RELEASE THE D-PAD AND RESUME PRESSING ®. IF YOU 
PRESS BOTH AT ONCE, THERE'S A CHANCE THAT THE LINE WILL BREAK 
AND you'll lose YOUR FISH. 

A FEW TIPS: 

* Small fish swim faster than large ones, so a 

LESS-VALUABLE FISH NEXT TO A MORE-VALUABLE FISH 
WILL ALWAYS GET TO THE BAIT FIRST. CAST 
PRECISELY TO AVOID THIS PROBLEM. 

* If you reel in your bait quickly (by holding ®), 

ANY FISH CLOSE ENOUGH TO HAVE BEEN ATTRACTED 
TO IT WILL FLEE. THIS IS A GOOD WAY TO WEED OUT 
SMALLER FISH. IF YOU CAUSE ALL THE FISH TO FLEE, 

A NEW SET WILL APPEAR. 


Promotion Level Score Mechanical Body 


Level 2 

70 

1 

0 

Level 3 

150 

2 

1 

Level 4 

300 

4 

2 

Level 5 

500 

6 

3 


Jam Session 

* Level Unlocked: 4 

* Location: Club Rubb 

* Hours: 7:00 pm- 
2:00 AM 

* ShiftTime: Three 

HOURS 

Jam Session requires tim- 
ing AND GOOD RHYTHM. 

Listen to the beat of the 

MUSIC AND WATCH THE BUTTON/D-PAD COMBINATIONS AS THEY 
SCROLL UP THE SCREEN'S RIGHT-HAND SIDE. PRESS THE CORRECT COM- 
BINATION WITHIN THE COLORED AREA TO SCORE. PRESS THEM IN TIME 

(between the blue lines on the bar) to get full points. Press 

THE WRONG BUTTONS OR PRESS THEM AT THE WRONG TIME AND YOU 
GET NO POINTS. 

The more correct combinations you hit in a row, the more 

THE POWER METER IN THE UPPER LEFT OF THE SCREEN FILLS. WHEN IT 
REACHES THE TOP, YOUR SiM PERFORMS A FANCY STAGE MOVE FOR 
EXTRA POINTS. THE HIGHER THE PROMOTION LEVEL, THE MORE MOVES 
ARE AVAILABLE. IF YOU MISS A CHORD, THE METER RESETS. 

The highest score comes from hitting all chords between 

THE BLUE LINES. 


4m Pf^mHhti Pequ/remeois 

I Promotion Level Score Mechanical Body 


Level 2 

80 

2 

2 

Level 3 

130 

4 

2 

Level 4 

400 

6 

3 

Level 5 

690 

8 

4 






Pizz9 PMttemonittm 


* Level Unlocked: 4 

* Location: Dockside 
Diner 

* Hours: 11:00 am- 
10:00 PM 

* ShiftTime: Four 

HOURS 


The object is to make a 

PIZZA TO MATCH THE EXAM- 
PLE SHOWN. To DO THIS, SELECT A SLICE OF THE PIZZA AND NOTE THE 
TOPPING CONTAINED ON THE MASTER PIZZA. MATCH THIS TOPPING BY 
TOSSING THE PIE IN THE AIR (PUSHING ®) WHEN THE CORRECT TOP- 
PING PASSES OVERHEAD. SWITCH SLICES BY PRESSING UP (CLOCK- 
WISE) AND DOWN (counterclockwise) ON THE D-PAD. 

The number of toppings increases with promotion level, 

WITH THREE TOPPINGS ON LEVEL 1 AND SEVEN ON LEVEL 5. THE TOP- 
PINGS EACH CARRY A DIFFERENT POINT VALUE, AND YOUR SCORE IS 
BASED ON THE NUMBER OF CORRECTLY PLACED TOPPINGS. THE MORE 
VALUABLE THE TOPPING, THE HIGHER ON THE SCREEN IT IS AND THE 
FASTER IT MOVES. FOCUS ON THE UPPER TOPPINGS BEFORE WORKING 
ON THE LOWER, EASIER ONES. 

Pan^emon/um 

Requirements 



Jam Session 


Promotion Level Score Mechanical Body 


Level 2 

100 

3 

2 

Level 3 

200 

5 

3 

Level 4 

350 

7 

4 

Level 5 

1100 

9 

5 


CtiffPiverX 

* Level Unlocked: 5 

* Location: Diving 
Cliffs (east of 
Country Caf£) 

* Hours: 9:00 am- 
4:00 PM 

* Shift Time: Three 

HOURS 



Cliff Diver X 


Score as high as possible on all three dives for maximum 
POINTS. Press ® to jump, and perform flips by pressing left 
(reverse pike), up (pike), down (spin), and right (tuck) on the 
D-pad. Stop doing tricks in time to enter the water in proper 

FORM, AND QUICKLY PRESS UP ON THE D-PAD TO AVOID PLANTING YOUR 
HEAD IN THE SAND. 

A GOOD COMBINATION ON THE FIRST LEVEL IS, FOR EXAMPLE: LEFT, 
UP, RIGHT. 

You GET POINTS FOR EVERY FLIP YOU DO, BUT YOU ONLY GET FULL 
CREDIT IF YOU ENTER THE WATER CORRECTLY AND AVOID THE BOTTOM. 

The greater the difficulty of a successful dive, the greater 

THE FINAL SCORE. 

* Reverse Pike: §16, difficulty modifier of 30% 

* Pike Flip: §12, difficulty modifier of 20% 

* Tuck Flip: §8, difficulty modifier of 10% 

* Spin: §4, difficulty modifier of 5% 


# RqmqtiRR RequkemenU 

Promotion Level Score Mechanical Body 


Level 2 

90 

3 

2 

Level 3 

180 

4 

3 

Level 4 

425 

5 

4 

Level 5 

650 

6 

5 


Pefri Pish 


* Level Unlocked: 5 

* Location: VirtuChem 

* Hours: 12:00 am- 
8:00 AM 

* Shift Time: Six 

HOURS 



Petri Dish 


Try to eliminate the largest possible chains of like-colored 
AMOEBAS. Selecting an amoeba of a given color clears it and 

ANY OTHERS ADJACENT TO IT VERTICALLY OR HORIZONTALLY. THE 
LARGER THE CHAIN, THE HIGHER THE SCORE. 

Having only one or two amoebas remaining at the end of the 

GAME GETS YOU AN EXTRA BONUS. 

Complicating things is the presence of a mutagen that can 

SPONTANEOUSLY APPEAR AND CHANGE THE COLOR OF ANY TOP-ROW 
AMOEBA. To MINIMIZE THE IMPACT OF THE MUTAGEN, FOCUS ON CHAINS 
NEAR THE TOP. 


Petri Dish Premetien Requirements 

Promotion Level Score Mechanical Body 


Level 2 

175 

4 

3 

Level 3 

225 

6 

4 

Level 4 

450 

8 

5 

Level 5 

900 

10 

6 



With your Game Boy 
Advance connected to 
YOUR GameCube, you can 
PLAY THE JOB MINIGAMES 
AND EARN MONEY FOR YOUR 

GameCube-based Sim. Four 

OF THESE GAMES (SMOOTHIE 

Slider, Bait Flinger, Pizza 
Pandemonium, and Cliff 
Diver X) ARE available 
EVEN IF YOU don't OWN A 



You HAVE YOUR LINK. 


/J 









In The Sims, objects make the world go around. How you get 

THEM AND WHAT THEY DO SHOULD BE TWO OF YOUR PRIMARY CONCERNS. 



Object 

Type 

Price Coolness 

Motive 

Skill 

Rarity Note 

tK 


Ofy'ecf fjfim 

There are five kinds of objects. 

* Common ("C"): Widely available in stores 

* Uncommon ("U"): Available in stores but about 

HALF AS FREQUENTLY AS COMMON 

* Rare ("R"): Available in stores but very 

INFREQUENTLY 

* Gift ("G"): Items intended solely to give to NPCs 

* Quest: Special items for objectives-can't be 

GIVEN TO ANYONE BUT THE OBJECT'S INTENDED 
RECIPIENT AND CAN'T BE DROPPED (AS SUCH, THESE 
OBJECTS ARE NOT LISTED HERE BUT ARE MENTIONED 
AS NECESSARY IN THE WALKTHROUGHS.) 


The "coolness" of an object dictates how quickly it replenish- 
es ITS INTENDED MOTIVE(s). THE HIGHER THE COOLNESS, THE FASTER 
THE MOTIVE SATISFACTION, AND THE LESS TIME YOU HAVE TO SPEND 
INTERACTING WITH THE OBJECT. 

Most objects have a specific motive or motives assigned to 
THEM. Beds, for instance, satisfy both Energy and Comfort 
WHILE A Couch provides only Comfort (if sat on) or Energy 
(if SLEPT on). 

Coolness also affects your home's overall Room score. 
The greater the coolness of the objects in your house, the 

FASTER THE ROOM MOTIVE REPLENISHES. 

As A GENERAL RULE, THE HIGHER THE COOLNESS, THE HIGHER THE 
PRICE. Money can, therefore, buy happiness. 


Note that your GameCube Sim's motives decrease while she's 

PLAYING ON THE GAME CABINET, SO SHE CAN BE KICKED OUT IF HER 
MOTIVES GO TOO LOW. MONEY EARNED IN INTERRUPTED GAMES IS NOT 
CREDITED TO YOUR GAMECUBE BANK ACCOUNT. 


Espresso, GagmiaSimore 

Appliance 

§350 

3 

Energy 

None 

C 

Requires table or countertop, lowers 
Bladder MOTIVE 

Microwave, Positive Potential 

Appliance 

§250 

3 

Hunger 

None 

C 

Costs money, requires table or countertop 

Refrigerator, Arctechnology 

Appliance 

§1,650 

5 

Hunger 

None 

U 

Costs money 

Refrigerator, Sno-Time 

Appliance 

§525 

3 

Hunger 

None 

C 

Costs money 

Stove, Dialectic Range 

Appliance 


2 

Hunger 

None 

C 

Costs money 

Stove, Epicurious Gourmet 

Appliance 

§1.730 

4 

Hunger 

None 

C 

Costs money 

Stove, PyroInferno AtomBurner 

Appliance 

§4,000 

5 

Hunger 

None 

R 

Costs money 

Trash Compactor, Junk Genie 

Appliance 

§750 

3 

None 

None 

C 

- 

Vending Machine 

Appliance 

§1.270 

2 

Hunger 

None 

U 

Costs money 

Aquarium, Manila-100 Marine 

Decorative 

§335 

2 

Fun/Room 

None 

C 

- 

Aquarium, Poseidon's Adventure 

Decorative 

§950 

4 

Fun/Room 

None 

C 

- 

Ball, Prognoss Family Sized Crystal 

Decorative 

§2,500 

3 

Fun/Room 

None 

R 

- 

Houseplant, Potted Jade 

Decorative 

§160 

3 

Fun/Room 

None 

C 

- 

Houseplant, Potted Rubber 

Decorative 

§120 

2 

Fun/Room 

None 

C 

- 

Mirror, Baroque 

Decorative 

§450 

3 

Room 

Charisma 

C 

- 

Mirror, Shaker Floor 

Decorative 

§650 

3 

Room 

Charisma 

C 

- 

Tiki Head, Giant 

Decorative 

§1300 

4 

Fun/Room 

None 

C 

Avail only on Paradise Island 

Venus Flytrap 

Decorative 

§1,190 

4 

Fun/Room 

None 

R 

- 

Tropical Birdcage 

Decorative 

§650 

4 

Fun/Room 

None 

C 

- 

Statue, Roman 

Decorative 

§500 

4 

Fun/Room 

None 

C 

- 


COPY OF The Sims Bustin ' « 

Our FOR THE G BA. You iO j— - S™ 

MUST HAVE THE G BA ^ 

VERSION OF THE GAME IN 
YOUR GBA TO PLAY THE 
OTHER FOUR GAMES. 

. _ — . T ' ^ 

Once A CONNECTION IS ^ 

ESTABLISHED FOR THE FIRST ^ ^ i, 

TIME, A NOTICE ARISES ON _ _ 

THE GameCube informing 

YOU OF THE AVAILABILITY OF ^ GAMECUBE SIM USING THE 

A NEW OBJECT, THE Game Gaiwe Cabinet 
Cabinet. Once it's purchased and placed in your home, your 
GameCube Sim can use the Game Cabinet to bring up the 
MINIGAMES ON YOUR GBA. ANY SiMOLEONS EARNED THIS WAY ARE 
CREDITED TO YOUR GAMECUBE SiM. 


IT 






Price Coolness 


Sarcophagus 

Decorative 

Sculpture, Modern 

Decorative 

Prop, Life-Size Auen 

Decorative 

Fountain, Zen 

Decorative 

A/Iannequin 

Decorative 

Armor, Suit OF 

Decorative 

Trophy Case 

Decorative 

Guillotine 

Decorative 

Chicken, Chainsaw 

Decorative 

Zodiac Statue 

Decorative 


Casino, Plunkett Home 
Casino, Viva Lost Wages Home 

Computer, Brahaaa 5000 
Hyper-Media Behemoth 


Computer, Moneywell BSC-100 


P inball Machine , Newton's Apple 
Smoke Detector, Firebrand 

Stereo, Doom Vox Boom Box 

Stereo , Ziaaan tz Unity 

Television, M onochrome 

Television, Soma 

Consumer Electronics Plasma 

Television, Trottco RGB Ultra 

Tesla Coil, Electrix Technics 

Arcade Game 

Burglar Alarm, Jesse James 

BE PLACED ON WALL 

Robot Monkey Butler 

Bed, Denizen C ane Bamb oo 

Bed , Amber son's Magnifi cent S leigh 

Bed, Amberson's Magnificent 
Sleigh Double 

Bed , Spartan Special 

Bed,TykeNyte 


Chair, Denizen Cane Bamboo 


Chair, Country Class 


Electronics 

Electronics 

Electronics 


Electronics 


Electronics 

Electronics 

E lectronics 

Electronics 

Electronics 

Electronics 

Electronics 

Electronics 

Electronics 

Electronics 

Electronics 

Furniture 

Furniture 

Furniture 

Furniture 

Furniture 


Furniture 


Furniture 




Chair, Work-Bunst All Purpose 

Furniture 

Chair, Recuner, Back Slack 

Furniture 

Chair, Recuner, Denizen Cane Bamboo 

Furniture 

Chair, Recuner, Plaid 

Furniture 

Chair, Recuner, Zebra 

Furniture 

Couch, Biker 

Furniture 

Couch, Cheap Eazzze 

Furniture 

Couch, Country Class 

Furniture 

Couch, The Wally Whitaaan Repose 

Furniture 

Couch, Zebra Faux-Fur 

Furniture 

Countertop, SteriUfe Bathroom 

Furniture 

Countertop, SteriUfe 
Bathroom WITH Sink 

Furniture 

Countertop, Tiled 

Furniture 

Countertop, Tiled with Sink 

Furniture 

Countertop, DTS Wood 

Furniture 

Countertop, DTS Wood with Sink 

Furniture 

Dresser, Pinegulcher 

Furniture 

Love Seat, Amorous Inc 

Furniture 

Table, Anywhere End 

Furniture 

Table, Aluminum Card 

Furniture 

Table, London Mesa Dining 

Furniture 

Chair, Recuner, Comfy 

Furniture 

Chair, Recuner, Giant Leather 

Furniture 

Chair, Recuner, Astrological 

Furniture 



Fun/Room 

Fun/Room 

Fun/Room 

Fun/Room 


Fun/Room 


Fun/Room 


Fun/Room 

Fun/Room 

Fun/Room 

Fun/Room 

Fun 

Fun 

Fun 


None 

Mechanical 

_None 

None 


None None 

Energy/Comfort None 
Energy/Comfort N o ne 
Energy/Comfort None 

Energy /Comfort None 
Energy/Comfort None 


Comfort None 


Comfort None 


C omfort N one 

Comfort None 

Comfort None 

Comfort None 

Comfort None 

Comfort OR Energy None 
Comfort OR Energy None 
Comfort OR Energy None 
Comfort OR Energy None 
Comfort OR Energy None 
None None 


None 

None 

None 

None 

None 

_ Comfort _ 

_None 

_None 

None 

Comfort 

Comfort 

Comfort 


Costs money 
Costs money 


Automatically CALLS fire department 


Must TURN o n and then wat ch 
Must TURN on and then watch 


Must TURN on and then watch 


Prevents burglary house-wide, must 

Cleans like aaaid but for one-time fee 
Avail only on Paradise Island 


Avail only on Paradise Island 



Can't USE AT TABLES 
Can't USE AT TABLES 
Can't USE ATTABLES 


PRmOAMiSXOM 














Type 


Price Coolness Motive 


Skill 


Rarity 


Note 





Object 


Ball Bumpin' Beach 

Recreation 

§29 

2 

Fun 

None 

R 

- 

Chess Board, Max 
Matewell's Professional 

Recreation 

§375 

4 

Fun 

Logic 

C 

- 

Easel Kit, DillyTaunTs Portable 

Recreation 

§290 

3 

Fun 

Creativity 

C 

Can SELL PAINTINGS 

Free Weight Set 

Recreation 

§325 

3 

None 

Body 

C 

- 

Guitar AND Amplifier, Offender 

Recreation 

§600 

4 

Fun 

Creativity 

C 

- 

Punching Bag, Iron MightCanvas 

Recreation 

§575 

4 

None 

Body 

C 

- 

Telescope, GalleLayaaan Backyard 

Recreation 

§999 

3 

None 

None 

U 

- 

Pottery Wheel 

Recreation 

§380 

3 

None 

Creativity 


C 

DJ Booth 

Recreation 

§650 

4 

Fun 

None 

U 

- 

Dishwasher, DishDuster 

Utiuties 

§1,200 

1 

None 

None 

C 

- 

Lamp, Table, Spartan Space 

Utiuties 

§40 

1 

Room 

None 

C 

Must TURN on to affect Room 

Lamp, Floor, Heavenly Halogen 

Utiuties 

§65 

1 

Room 

None 

C 

Must TURN on to affect Room 

Lamp, Floor, Torchesterone 

Utiuties 

§75 

1 

Room 

None 

C 

Must TURN on to affect Room 

Shower, The Savvy 

Utiuties 

§130 

3 

None 

None 

C 

Must TOUCH wall 

Shower, SaniQueen Luxury 

Utiuties 

§1,500 

5 

Hygiene 

None 

U 

Must TOUCH wall 

Sink,Andersonville 

Utiuties 

§105 

3 

Hygiene 

None 

C 

- 

Telephone, Hanging 

SERVICES 

Utiuties 

§75 

1 

None 

None 

C 

Must TOUCH wall, only home 
PHONE CAN CALL 

Toilet, HygeiaOaaatic 

Utiuties 

§120 

3 

Bladder 

None 

C 

Must TOUCH WALL 

Toilet, Pee-K-Boo Mfc 

Utiuties 

§380 

5 

Bladder 

None 

R 

Must TOUCH WALL 

Rubbish Bin 

Utilities 

§30 

1 

None 

None 

C 

- 

Comicbook 

Gift Items 

§8 

N/A 

None 

None 

G 

- 

Flower Bouquet 

Gift Items 

§25 

N/A 

None 

None 

G 

- 

Red Rose 

Gift Items 

§12 

N/A 

None 

None 

G 

- 

Olde Salty Action Figure 

Gift Items 

§15 

N/A 

None 

None 

G 

- 

Box OF Chocolates 

Gift Items 

§22 

N/A 

None 

None 

G 

- 

Gold Ring 

Gift Items 

§55 

N/A 

None 

None 

G 

- 

Book OF Poetry 

Gift Items 

§19 

N/A 

None 

None 

G 

- 

Jailhouse Teddy 

Gift Items 

§32 

N/A 

None 

None 

G 

- 












Merchandise stores are: 

* General Store: Sells most items (except gifts), 

THOUGH FAVORING THE MIDDLE AND LOW END OF THE 
PRICE SPECTRUM. 

* Cheatum and Howe's: Sells items in all 

CATEGORIES (EXCEPT GIFTS), GENERALLY TILTING 
TOWARD HIGHER-PRICE ITEMS. 

* The Riddle Machine (aka Giuseppi's Van): Open 

ONLY AT NIGHT, SELLS HARD-TO-FIND ITEMS. 

* Nicki Knack's Bric-A-Brac: Sells exclusively 

GIFT ITEMS. 

* Paradise Island Emporium: Sells only island- 
themed ITEMS. 

Auetha 

Auctions are held at the 
General Store and Cheatum 
AND Howe's every day from 
5:00 TO 7:00 PM. If YOU 
INTERACT WITH THE SHOP- 
KEEPER DURING THESE HOURS, 

YOU GO DIRECTLY INTO THE 
AUCTION SYSTEM. 

You BEGIN BY CHOOSING 
WHICH ITEM TO AUCTION. 

Then you and three ran- 
domly selected NPCS DUKE 

IT OUT FOR THE ITEM, RAIS- 
ING AND LOWERING YOUR 
BIDS WITH THE D-PAD. 

Whoever's bid is highest when time runs out is the winner. 
Every NPC has a wealth rating for auctions that dictates 

HOW MUCH they'll CONSIDER BIDDING. YOU'LL LIKELY GET A GOOD 
BARGAIN WITH THREE LOW-WEALTH SiMS, BUT YOU CAN PAY WAY 
ABOVE RETAIL WITH DADDY BIGBUCKS IN THE LINEUP. EACH Sim'S 
WEALTH LEVEL IS SHOWN IN "NON-PLAYER CHARACTERS: YOUR 

Fellow SimValley Denizens." 



Auctions can be a bargain, 

BUT ONLY IF THE SiMS YOU'RE 
COMPETING WITH AREN'T RICH. 


Objects can be lost in two ways. 


* Repossession: If you are jailed for nonpayment 

OF BILLS AND HAVE NO MONEY TO PAY THEM, YOU CAN 
GET IMMEDIATE RELEASE BY DECLARING BANKRUPTCY. 

The cost of this extreme solution is the repos 

SESSION OF A RANDOM ITEM FROM YOUR HOME. 

* Theft: Until he's jailed in Level 5, the town thief 
GIUSEPPI steals things from YOUR HOME. EACH 
TIME YOU ENTER YOUR HOUSE, THERE'S A RANDOM 
CHANCE THAT AN ITEM WILL BE MISSING. THE CHANCE 
IS BASED ON YOUR RELATIONSHIP WITH 

Giuseppi-the higher your relationship 

SCORE WITH HIM, THE LOWER THE CHANCE OF A 

THEFT. The only way to avoid theft entirely, is to 

PURCHASE A BURGLAR ALARM AND MOUNT IT ON ANY 
WALL IN YOUR HOUSE. 




Pets are a special kind of 

ITEM THAT CAN BE PURCHASED 
AND RETURNED ONLY TO THE 

Pet Pals Animal Shelter. 

Pets can be put in your 

POCKET LIKE ANY OTHER 
OBJECT AND PLACED IN YOUR 

HOME. Once installed 

THERE, THEY WANDER 
ABOUT FREELY. HAVING PETS CAN BE VERY 

You MAY OWN ONLY ONE REWARDING BUT REQUIRES 
PET AT A TIME, AND PETS CAN ADDITIONAL RESPONSIBILITY. 
BE RETURNED TO THE SHEL- 
TER, THOUGH YOU DON'T GET ANY OF YOUR MONEY BACK. 


Ciime 8^y # Came AuetiMS 



As DESCRIBED IN YOUR GAME 
MANUAL, MULTIPLE PLAYERS 
CAN HOLD THEIR OWN 
AUCTIONS VIAGBA 
Link Cable. 

Using the computer in 
THE Library, each player 
LOGS INTO THE AUCTION. THE 
FIRST PLAYER TO SELECT AN 
ITEM FROM INVENTORY GETS 
TO PUT HIS OR HER ITEM 
ONTHE BLOCK. 

The only way to collect 

THE VARIOUS ZODIAC OBJECTS 
IS TO ACQUIRE THEM FROM 

OTHER PLAYERS VIA AUCTION. AUCTIONS ARE ALSO A WAY TO GET 
HARD-TO-FIND ITEMS IF YOU KNOW SOMEONE WHO'S WILLING TO PART 
WITH THEM. 


Once you establish a link 

BETWEEN GBAS, ALL PLAYERS 
JVIUST GO TO THE LIBRARY AND 
INTERACT WITH THE COJVIPUTER 
TO START AN AUCTION. 


There are several kinds of pets, varying in price. 

* Dogs: Many colors and kinds 

* Cats: Many colors and kinds 

* Rare: Very expensive and hard to get 
(Miniature Llama and Iguana) 

A ROAMING PET CAN BE PETTED BY INTERACTING WITH IT. THIS 
RAISES YOUR FUN AND COMFORT. MORE EXPENSIVE PETS CAN ALSO BE 
PLAYED WITH, RESULTING IN FASTER FUN SATISFACTION. 

Cwe of Pets 

Pets require frequent petting or they develop Bladder 
ISSUES. If you find puddles around your home and they're not 
YOURS, you're not GIVING YOUR PET ENOUGH ATTENTION. 

To RESTORE YOUR PET'S WELL-BEING, PET IT FOR A WHILE AND FOL- 
LOW UP ON SUBSEQUENT DAYS. 


PRmGAM£S.C0M 







PUT THT TOltPT \M YOUT^ POCKPT AMD 
mW \T TO THU tOPT UPgiAH^Q Ui\TH 
THU T^UQT OU YOUl^ QTUUU. 




leve/ /: The 8ern 


Mission 3: inherit the Bern 


Mission is Meet Unde Hayseed 

your first order of business after being dropped off 
at the farm is get to know your host Unde Hayseed, 

^ Befriend your Unde: Engage Hayseed in 
conversation, stressing Jokes and avoiding 
Compliments, Be gracious and courteous and you 
can easily boost your relationship to 30, When that 
threshold is reached, the objective is done, 

* Give Unde Family Photo Album; during the 
conversation, pick ‘Tve got something for you!" 

The only thing in your pocket is the Photo Album, 
so hand it over. This helps your relationship and 
satisfies the objective, 

Misshn 2: Welcome to SimUoUey 

Next, you have a chance to get to know the farm- 
house and iearn a few basic motive management 
methods. Talk to Unde Hayseed, 

^ Find Something to Eat; Look in the Refrigerator for 
a snack, you don't get much Hunger satisfaction 
out of this nibble, but it's enough to keep you 
going and fulfill the objective. Bon 't try to prepare 
a meai on the Stove, Without some Cooking stall, 
you '// certainly start a fire, 

^ Take a Nap: That Couch looks pretty sweet. Select 
it and choose to Sleep, you can wait until you're 
fully rested or press ®to end the nap any time, 

^ Take a Shower; Go to the Shower and hop in. 


* Chainsaw Chicken 
*TV 

* Refrigerator 

* Couch 
*Bed 


The objectives under this 

FIRST LEVEL ARE SEQUENTIAL; 
FINISHING ONE UNLOCKS THE 

NEXT. Unlike all subsequent 
LEVELS, THERE IS NO MISSION 

6 (the moving mission) 

SINCE you'll be in THE BARN 
FOR THE NEXT LEVEL TOO. 


■btruyl yew Uhdf ^ 
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Next, you get to move into a place of your own. West 
of the farmhouse is the barn; you can place all your 
stuff upstairs. The door on the first floor leads to the 
bathroom that contains only a Toilet, first, however, 
you have to get some stuff to move. 

Start by talking to 
Unde Hayseed, 

Follow Hayseed's 
instructions and go 
through his house, out 
the backdoor, and 
collect his unneeded 
stuff in your pocket 

All Hayseed's old stuff is 


STREWN AROUND THE BACKYARD. 


When you have it 
all, take it to the 
barn and go upstairs. 


The stairs lead up to your liv- 
ing AREA. The door in the wall 

IS WHERE YOU FIND THE TOILET. 


^ decorate the Barn with the Wood Chicken: Place 
the chicken statue anywhere you like, 

* Bring Unde's Broken TV to the Barn; Place the 
TV anywhere, 

* Bring Unde's Broken fridge to the Barn; Place the 
Refrigerator anywhere, 

* Move the Old Couch into the Barn; Place the 
Couch anywhere, 

* Move the Bed into the Barn; Place the Bed 
anywhere. 

When you're done with all objectives, talk to 
Unde Hayseed, 




Mission Famhond Bines 


Time now for a little skill acquisition. This mission 
introduces you to skills and how they're acquired, Vo 
the Tractor objective first to gain some Mechanical 
proficiency, or your Sim 's lack of handiness will 
make fixing the appliances a shocking experience. 
Talk to Unde Hayseed to begin. 




* Tune up the Tractor; 

Locate the Tractor 
south of the farm 
house front door 
andselect it. 

Choose "Tune Up" 
to tune the old 
monster. Doing it 
once completes 
the objective, but 
you'd do well to 

repeat the process. This takes time, but it earns 
you 2 full points of Mechanical skill, 

* Fix the Old Refrigerator; Head up to your toft and 
select the fridge. Choose "Repair" and get the old 
icebox running again, 

* fix th^d Television; Do the same for the TV, 


Tuning up the Tractor twice 
GETS YOU 2 Mechanical skill 
POINTS. 


** ; mm YOU BEGIN RiEPAlWNO AN OBJECT, 

/ A PRiOGRiESe BARi ABOVE YOURi 

' eiM’e HEAD. Twe SHOUie the PRiOORiESS of the 
REPAIR (NOT ANY ACQUISITION OF MECHANICAL SKILL). 


When you've done all objectives, talk to 
Unde Hayseed, 


Mission 5t Corn Some Simoieons 

Your primary source of income in The Sims; Bustin' 
Out for the Game Boy Advance is from the eight job 
minigames. This mission introduces you to the first. 
Mower Madness, 

You also witness how to get promoted in these 
jobs. It's a combination of level in one or two skills 
and your score in the minigames. Keep these require- 
ments in mind when you take on these jobs. 

To receive this mission, talk to Unde Hayseed, 



Mower Madness can be found 
JUST OUTSIDE Hayseed's house. 



AtuiAve 9AVU mimm ^ 

MIMIOAMP. e\MCP YOU CAM OMLY PLAY 
PACH OMCP PPP DAY YOU UlAMT TO PP 
APU TO GO PACK AMD TPY AOAIM \P 
YOU APPM’T HAPPY UilTH YOUP QCOPP. 


^ Mow the Lawn; Parked next to the farmhouse is 
the Lawnmower (near a signpost marked with a 
"§"), Select the sign to play Mower Madness, 
Merely playing the game (regardless of score) is 
enough to satisfy this objective, 

* Get a Promotion; You can do both of these 
objectives at once if you perform well the first 
time. To get promoted you must have 1 Mechanical 
skin point and score 50 points. Avoid the flowers; 
they subtract Simoieons from your score. 


When both objectives are done, check in with 
Unde Hayseed, 


level 2: The Bern Reinn 



This level takes you outside the 
farm and into a bit of the town of 
SimValley, Again, the six missions 
are unlocked sequentially, ending 
in your first big move to a true 
room of your own. Along the way, 
you also gain motorized trans- 
portation and learn more about 
the world you're inhabiting. 
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YOU CAN COLL£CT CERTAIN OBJECTS 
AND SELL THEM TO MAKE E^CTRiA 
MONEY. THESE INCLUDE GLASS JARS, 
MECHANICAL COGS, AND NUCLEAR FUEL 
RODS. THE MOST IMPORTANT (THOUGH NOT THE MOST 
LUCRATIVE) ARE THE ALUMINUM CANS SINCE THEY FAC- 
TOR INTO TWO MISSION OBJECTIVES (ONE NOW AND ONE 
IN LEVEL 5). 

SAVE ALUMINUM CANS AND DO NOT SELL THEM 
UNLESS AN OBJECTIVE TELLS YOU TO. YOU NEED 30 OF 
THEM FOR LEVEL 5 MISSION I, SO COLLECT THEM AVIDLY 
AND HOLD ONTO THE REQUISITE NUMBER. BEYOND 30, 
YOU CAN SELL THEM. 


AUsshn /: f scape of the Chickens 


Collecting stuff is important to your life in SimVaiiey, 
even when the stuff in question is running away from 
you, it may seem like pocketing chickens won 't have 
any future application, but it does. 

Talk to Unde Hayseed, 


* Bring Eight Chickens to Your Unde: Look around 
the farm and the town for eight runaway chickens. 
Pocket them by getting dose, pressing ®, and 
selecting "Put in Pocket " When your inventory 
fills, bring them to your unde and select 'Tve got 
something for you" to transfer them. Chickens can 
be found (1) on the barn stairs, (2) in the back 
room on the first floor of the barn, (3) in 
Hayseed's front yard, W in the trees across the 
street from the farm, (5) in the alley behind the 
Burning Spoke biker bar, (6) in the bathroom of 
the Burning Spoke, (7) in the vacant lot across the 
street from the General Store, (8) in the parking 
lot of the General Store, 

* find Detective Ban: Check around and in the 
Genera! Store for the trench coat-dad Detective 
Dan D, Mann, Chat with him about the chicken 
situation to fulfill the objective. 


When both are done, track down and talk to Unde 
Hayseed, 


Mission 2s Shopping Time 

Your next life lesson is in the buying and selling 
of goods. Talk to Unde Hayseed to team what to 
do next. 


^ Sell the Old Couch to the Bartender: Go into your 
barn and put the Couch in your pocket Next jog 
to the Burning Spoke biker bar and interact with 
the bartender. Select your Couch and sell it for 
whatever he offers, 

* Buy a Shower: Stroll to the General Store and buy 
a Savvy Shower, You may not have enough 
Simoieons, and that means another shift of 
Mower Madness, 

* Place the Shower in the Barn: Return to the barn 
and place the Shower anywhere. 

When the Shower's installed, check with Unde 
Hayseed, He advises you to find Detective Dan again. 

Mission 3: Serve the Pnbiic 

Next on your agenda is learning about socializing 
and auctions. The former can be done anytime while 
the latter can be done at any goods store (General 
Store and Cheatum and Howe's) from 5:00-7:00 pm, 
every day, 

f ind Detective Dan in or near the General Store 
and have a little heart-to-heart. 



* Become Pais with 
Nora: Locate Nora 
Zeai-Ott, She is usu 
ally in or near the 
General Store or the 
Burning Spoke, Use 

lots of Compliments nora can usually be found 
on her and get to a near the general store. 

relationship score 
of 10, 

‘'Attend Genera! Store Auction: Go to the General 
Store between 5:00 and 7:00 pm and participate in 
an auction. You don't have to win the auction to 
finish the objective. 

Tell Detective Dan what you found out about 
the auctions. 





Mission dear the Reedhieck 

Talk to Unde Hayseed, and he tells you about a new 
problem with a bunch of bikers who 've blocked the 
road out of town. He asks you to get them to move. 
Lucky you. Find one of the bikers. 

Locate dusty Hogg near or in the Burning Spoke, 
Chat with him to receive your new objectives; they 
all involve ingratiating yourself to Mr, Hogg, 

* Calm Busty Hogg: Build a relationship with the 
head biker by gaining a relationship score of 25 or 
more. You can be tough with Busty; he tikes it 
when you boast or talk big, 

^ Return Busty Hogg's Missing Helmet; The Helmet is 
in the vacant lot across from the General Store, 
Pocket it and give it to Hogg, Bo this objective first 
since giving the Helmet to Hogg earns you relation 
ship points that help in the other objective, 

* fix Busty Hogg's Bike; Approach and select Hogg's 
Motorcycle, then select "Repair. " With your 
Mechanical skill, you should have it running in 
no time. 


When you're finished, talk to Busty Hogg, 



Mission S: Get Some Wkeeis 

This mission unlocks gradually. The first objective 
must be done before you can see the rest You're 
introduced here to your second job minigame 
(Smoothie Slider) and another way of earning 
money-collecting and selling junk. 

Initiate the mission by talking to Busty Hogg. 

^ Tend Bar at the 
Burning Spoke; Go 
to the job sign 
behind the bar at 
the Burning Spoke 
to enter your first 
round of Smoothie 
Slider, AH you have 
to do is play to 
complete this objective. 

Check in with Busty Hogg to get the rest of 
the objectives, 

* Paint Busty Hogg's Bike: Select Hogg's Motorcycle 
and select "Repaint. " 

* Collect Five Aluminum Cans; Search the streets and 
locations for five Aluminum Cans and pick them 
up by pressing ®. H may take extensive 
searching so be patient, 

* Bring Cans to VirtuChem: Check the map (in the 

"Overview" section) to find VirtuChem, and hoof it 
down there between 8:00 pm and 8:00 am. Talk to 
the Lab Technician and give her your five cans. 

When all these errands are complete, talk to Busty 
Hogg. He bequeaths to you his old Scooter: it's 
parked outside your barn. Paint it any color you like. 



The sign for Smoothie Slider 

IS RIGHT BEHIND THE BAR. 


Mission 6t Moviif* Out 

Your first big move-your Sim is growing up so fast 
Have a chat with Unde Hayseed, who briefs you on 
the ins and outs of moving. 


J 
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Track down Giuseppi to get 

HELP WITH YOUR BIG MOVE. 


' Get Help from 
Giuseppi Mezzoaito; 

Find the shady fel- 
low and enlist his 
help for your move. 

He's probably 
manning his van 
near the boat docks 
from 9:00 pm to 
4:00 am or in the alley by the Burning 
Spoke from 6:00 pm to 8:00 pm. He can't help you 
until you finish the other objectives, but you can 
complete the objective by discussing moving 
with him, 

' Make One friend: You need a relationship score of 
at least 50 with at least one Sim, This can include 
your unde since you already have a good head 
start with him. 

' Give §500 for Rent to Your Unde: Once you have 
§500 in your pocket you can give it to Unde 
Hayseed by conversing with him. 

' Earn a Second Job Promotion: Before you can 
move on you must reach Level! in Smoothie 
Slider or Level 3 in Mower Madness. 


When all the objectives (or at least all but the 
first) have been finished, seek out Giuseppi and tell 
him you're ready to move. The next thing you know, 
all your stuff is crated up and moved to the Clock 
Tower, your Scooter is parked outside, and you're 
standing on the steps of a hip, new address. 


tevet 3: The Clock Tower 

From here on out, you have access to all but a few 
locations in SimVaiiey and an efficient mode of 
transportation. You find a better one soon, but get 
comfortable riding that Scooter, Here you find two 
more jobs, find places to work on all your skills, and 
reopen a SimCity institution. Club Rubb, 

Except for the final mission (which requires all 
other missions be done first), you can do these 
missions in any order you please. 



Don't forget to return 

THE CRATE. 



QlMCa YOU CAM DO IWm \M AMY 

DO MUQQIOM 5 OPPMIMO 

THP QTPAMI TUMMPte OWPQ YOU A 
FAQT UiAY Al^OUMD TOUiM AMD QPKDQ 
UP ALL THP OTHPT^ MUQQIOMQ. 


Mission i: Score o Fishing Job 

Seek out Oide Salty (he's found mostly during the 
day, near the fish-n-Chips shop) and look for work. 
He doesn 't hire you, but he tells you how to get a 
job fishing. 


^ impress the fisherman: find 0, Phi! McCiean (on 
the boat docks during the day) and befriend him 
to a relationship score of 40. it's not easy: try lots 
of compliments, 

* Earn Mechanical!: If you haven 't done so already, 
go work on Unde Hayseed's Tractor a second time, 

* Buy a Fishing Pole: Go to the General Store and 
buy a fishing Pole. You need §105 to get it. 

* Buy a Good Fishing Book: Go to Hicki Knacks' 
Bric-A-Brac and buy a copy of "fishing for Fun 
or Profit, " 


Talk to 0. Phi! 
McClean again, and 
he unlocks the game. 
Bait f Unger, 



Bait Flinger can be accessed 
HERE OR NEAR THE FISH-N-ChIPS 
STAND. 


Mission 2: 

The Raging Chicken Competition 

Track down the sourpuss Vernon Peeve and listen to 
him complain about the Gym, It's up to you to prove 






you can do what he can 't and find the best way to | L^arn Cooking: find the cooking section of the 

gain Body skill points. * (upper floor) and read a book to gain 1 

point of Cooking skill. 


* Impress Eddie Renalin: Talk to this bodybuilder and 
work your relationship score up to 4A You can 
usually find him at the fitness Center. 

* Pay Membership fee of §200; Talk to Eddie to pay 
the membership fee. If you don't have it earn it 
and come back to find Eddie. This gets you access 
to the upper floor of the fitness Center. 

^ Earn Body 2- In the downstairs Gym, use the 
Punching Bags. In the upstairs Gym, use either 
the free Weights or the Treadmills to gain 2 Body 
skin points. 



When you've done 
everything, talk to 
Hester and she'll 
reopen the Library 
for good. 


Step on all the bookworms to 

MAKE THE LIBRARY SAFE AGAIN. 


Misshn The Rise of Club Rubb 

Trigger; Bucid Brock 




Talk to Eddie Renalin 
again to unlock the job 
minigame, Powerlifter. 
The sign for it is on the 
second floor of the 
fitness Center. 


Powerlifter is upstairs in the 
Fitness Center. 

Mission 3: Oet Some Wbeeis 

Trigger; Hester Primm 

The librarian Hester Primm has problems, and you 
can fix them all. 


Meetup with Buck! the bull rider and learn about 
the sad history of Club Rubb. Volunteer to reopen it, 
and she tells you what you need to do, 

* Get Permission from the Original Owner: find 
Maximilian Moore and talk to him about the dub. 
He's found during the day in or near the Hospital. 

* Befriend the Cop Who Closed the Club; find the 
only cop you know. Detective Dan, and develop 
your relationship to 30. 

* Pay §1,000 in Back Taxes; Pay Detective Dan the 
§1,000 that the dub owes, 

" Distribute 10 flyers to Other Sims: Buy 10 flyers at 
the Bric-A-Brac shop and give them to any 10 Sims. 



* Destroy AH 15 Bookworms; Go to the Library during 
open hours and wander both floors to squash all 
the bookworms. Just get dose to one to give it 

a squish. 

* Get Three Books from Other Sims; Go fetch the 
unreturned Library Books from three of these five 
naughty Sims; Misty Waters. Mad' Willy Hurtzya, 
Hicki Knack, Daddy Bigbucks, and Claire 
Clutterbell, 

* Return the Three Books to Hester; find Hester 
again and give her any three of the missing Books. 
If you later find the other two, you can present 
them to her as gif ts for a boost in the 
relationship score. 


After you've completed your tasks, go see 

Detective Dan, and he agrees to open the Club Rubb. 

Mission S: Deep Darb Secrets 

find Giuseppi, and he tells you about a better way 

to get around town, 

* Acquire a Crowbar; Go to Unde Hayseed and ask 
him for a Crowbar. 

* find the City Blueprints; In your house in the Clock 
Tower, look for a trapdoor at the base of the 
stairs. Open it and dimb down to find the 
Blueprints on the floor. Note, this trapdoor is not 
visible until you unlock this mission, 
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Never noticed that before. 
This trapdoor leads to the 
Blueprints. 


* lower the 
Maintenance 
Ladders: With 
the Crowbar 
in your pocket, go to 
the street outside the 
Country Cafe. Touch 
the manhole marked 
by the red arrow. 

Walk right and step 

on the black switch on the ground to lower the 
ladder. The construction barriers don't come down 
until you complete the mission. 

* Give Blueprints to Giuseppi: Once you have the 
Blueprints, find Giuseppi again and give them 
to him. 


Giving the 

Blueprints to Giuseppi 
wraps up this 
important mission. 


Once you have the Crowbar, 

COME HERE AND LOWER THE NOW- 
ACCESSIBLE LADDERS DOWN TO 

THE Steam Tunnels. 

Mission 6: Movin' Out 

Track down Hicki Knack, and she tells you about the 
beautiful beachside house she has for rent Sound 
good? Just do what she asks and you can move 
right in. 

^ Make Four Friends; if you don ‘t already have four 
Sims with greater than 50 relationship score, you 
must make some more friends to move on. 

^ Barn §3,000 for Rent; When you have the money, 
seek out Nicki and give her the cash. 



^ Earn Two Promotions; Get to Level! in both Bait 
Fiinger and Poweriifter or Level 3 in either one. 

When all tasks are done, go find Giuseppi and get 
him to move your belongings. 

Level 4i 

The Simple House 

you're on your way up in the world, in this level, 
your goals center on bettering yourself and preparing 
for life as an actual homeowner. Are you ready? 

Missht! /r 

ixperienee the Pereeomet 

Trigger: Claire dutterbeii 

Want to meet SimValley's own ghost? How's your 
chance. The only way to get to the Haunted Shack is 
via the Steam Tunnels, so get comfortable using 
them. See the map in the "Overview" section. 

Locate Claire Clutterbell, and she tells you her 
ghost story. She needs you to help the spirit 

* Pick the Rusty Lock: 

Find the Haunted 
Shack and select the 
locked gate to the 
porch. You must have 
at least Mechanical 
3, and the higher 
your Mechanical 
skin, the faster you 
can accomplish this, 

* Find a Ghostly Gift: Once you get this mission, the 
ghost's ashes appear in an Urn in the Steam 
Tunnels. Hab it on the way to the Haunted Shack 
and give it to the ghost when you talk to him, 

* Learn "Crazy Talk"; You can only understand the 

ghost if you've elevated your Logic skill to Time 

to hit the Library. 

* Answer the Ghost's Riddles; Save before talking to 
the ghost just in case you answer wrong. For those 
who want to take no chances, the answers are (1) 
two, (2) Banana, (3) eleven, (tt) H, and (5) a 



The ghost's Urn is in the 
Steam Tunnels once you get 

THIS MISSION. 







glove. If you get one wrong, you'll pass out and 
awaken in the Hospital. 



When you've 
finished with the 
ghost go outside 
and check out his 
secret cellar before 
talking to Claire to 
report your success. 


Once you finish with the 

GHOST, A TRAP DOOR APPEARS IN 
HIS FRONT YARD. LOOT THE CELLAR 
AND COLLECT HIS GOODIES FOR 
YOUR HOME OR SELL THEM TO 
A STORE. 


Mission 2s Urt for Urts Sake 

Trigger: Vaschell Swank 

Chat up Daschell Swank about the local art scene to 
get your next mission. Seems high time to cultivate a 
little of your hidden Creativity. 

* Navigate the Maze to "Lover's Leap Consult the 
map in the "Overview" section to find your way 
through the maze to the spot marked 

"Lover's Leap." 

* Paint a Beautiful Seascape; Select the Easel and 
paint until you achieve Creativity skill level 
Next, paint one more time. When you reach 
Creativity 5, select the finished painting and 
choose "Frame Your Creation." The "Object B'Arte" 
appears in your inventory. 

* Sell Your Masterpiece to Daschell: Corner 
Vaschell and give the Object V Arte to him. Ask 
the maximum price to get a coo! §5,000 for 
your trouble. 

Selling your painting concludes this mission. 

Mission 3s Rock Stnr! 

Trigger; Met Odious 

Vo you love the nightlife? Like to boogey? Wanna 
make a tittle music? Then joining a band is right up 
your alley. To do it, you must make yourself coo! and 
impress the cynical Vera Vex, 



Start by talking to 
Melodious, Take inspi- 
ration from his tale of 
woe and embark on 
your dream of musical 
stardom. 




' FM a Place to Jam: oumn out of the 

BACK OF GiUSEPPI'S VAN, BUT 

Talk to Uncle don't tell anyone where you 

Hayseed and get got it. 

your relationship up 

to 70. Ask him if you can use the barn for band 
practice. If you two are cozy enough, he'll say yes, 
^ Get Noticed; You must have a popularity of at least 
25. Popularity is the average of all relationship 
scores for every Sim you've met. 

" Vevelop a Look; Raise your Creative skill to 3 and 
your Charisma to 2. 

* Acquire One Coo! Guitar: find Giuseppi and ask him 
where you can find a guitar. He suggests checking 
the back of his van. Visit the van during "business 
hours" to buy your guitar (§^50). 

^ Impress the Local Band Leader: Charm Vera Vex to 
a relationship score of 50. 


Visit Vera Vex and tell her everything's prepared 
for the first big gig. This unlocks the Jam Session job 
minigame; it's available in Club Rubb. 

Mission Rizzo Roodemooiom 

Trigger: Lottie Cash 

If you meetup with Lottie Cash, she'll regale you 
with her interest in a show called Pizza 
Pandemonium, She needs you to get on the show. 


^ Befriend the Cook: Find Chet R, Chase in the 
Vockside Viner and charm him up to a relationship 
score of 60. 

^ Prove Your Worth: Earn Cooking skill of 5 by 
reading in the Library, 

* Pay the Show Entry Fee; Pay §2500 to Lottie for 
your show entry fee. 


Talk to Lottie again and tell her you're on the 
show. This unlocks the Pizza Pandemonium job 
minigame in the Vockside Viner, 
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Find Willie in the ring of the 
Fitness Center and punch 

HIM OUT. 


Mission S: 

Champion of the Simverse 

Trigger: Daddy Bigbucks 

Meetup with Daddy Bigbucks, and he tells you 
about this competition of brawn. Before beginning 
any of the objectives, elevate your Body skill up to 
6 by working out in the Fitness Center or reading in 
the Library, 

* Catch the 
Veioci-Rooster; Once 
you have 6 Body 
points and this 
objective's been 
assigned, the 
Veioci-Rooster can't 
hurt you anymore, 
in fact, to you, he's 
like any other 

chicken and can be put in your pocket Catch the 
speedy bird and press ® to put him away. You 
can give him to Detective Dan as a gift, but it's not 
required for the objective. Finding the Veioci- 
Rooster is the hard part; he appears randomly on 
the map, 

^ Beat Bull Riding Record; Bull riding takes strength; 
that's why you need at least 6 Body points to fui 
fill this objective, it also drains Energy, so you 
must be fully rested when you begin if you want to 
break the record. Take a nap on the Couch in the 
Hospital before trying your hand at the record. 
Knock Out "Mad" WHie Hurtzya; Go to the Fitness 
Center to find WHHe in the boxing ring, if you have 
at least 6 Body points, you knock him out quickly. 
Face him and press ® repeatedly to K,0, the 
center's champ. 

Report back to Daddy Bigbucks to claim your prize 
(§1,000) and complete the mission. 


Mission 6s Moving Out 

Trigger; Daddy Bigbucks 

* Eight Friends: Have eight Sims with a relationship 
score of 50 or higher, 

*§10,000 Down payment; Pay §10,000 to Daddy 
Bigbucks to hold the Imperial Estates as your 
new home. 

* Earn Three Job Promotions; Get to Level 3 in either 
Jam Session or Pizza Pandemonium and Level! in 
the other, or work on just one of the two to 

get to Level 4 . 

level 5s The Metier 


The big house is yours, but you still have things to 
do and a sneaking suspicion that something even 
more fantastic awaits. This final level lets you find 
out why you 're so special. 

You can do the missions on this level in any order, 
but there's a trick. Missions 2 and 3 have objectives 
that require you to get two Sims to hate you (rela- 
tionship -50); this kills your popularity. 

Unfortunately, Missions 1 and 3 have objectives 
that require high popularity. Therefore, get your 
popularity up to 60 before doing either of the 
hatred objectives (Mission 2, Objective 2 and 
Mission 3, Objective 3), 

Mission it 

H Monum&iiui Uccompiisiiment 

Chat with Detective Dan about the mayor's plan to 
build statues out of Aluminum Cans. Can you lend 
a hand? 

* find Sculptor's Number: Talk to the art aficionado 
in town, Dascheii Swank, and ask him about 

a sculptor. 

* Hire a Sculptor; Once you have the number from 
Dascheii, go to your home phone and call Services, 
On the list is "Sculptor. " Your popularity must be 
at least 50, and you must have all the Aluminum 
Cans before the sculptor will accept 

* Collect 30 Aluminum Cans; Amass 30 Aluminum 
Cans from around town, if you haven't been 
hoarding them all along, start now. 

* Gain Popularity; Your average popularity must be 
at least 50. 

Talk to Detective Dan but don 't be surprised if he 's 
upset The sculptor decided to make the statue of 
you instead. 





A BARRICADE BLOCKS THE PATH TO 

THE Loony Lemmings' favorite 

JUMP SITE UNTIL YOU SCARE OFF 

Misty, the lifeguard. 


Mission 2: Vie loony Lemmings 

find Duane Doidrum and hear his sob story about 
not being able to find a secret cliff-diving group 
called "The Loony Lemmings. " 

^ find the Cliffs; The 
location of the cliffs 
is blocked off by a 
barricade outside 
the Country Cafe. 

After you tick off 
Misty, the barri- 
cade is removed. 

Go there after you 
satisfy the second 
objective, 

* Pester the Lifeguard; Misty Waters won 't let any 
one near the cliffs. If you annoy her enough 
(relationship -50), she'll give up and let you have 
access to the cliffs. Do this only after satisfying 
the level's two popularity-based missions. 

Talk to Misty one last time to access another job 
minigame. Cliff Diver X, at the diving cliffs. 

Mission 3: Joke over the Town! 

The Mayor's chair can be yours thanks to a special 
election in which 0. Phil McClean is the only candi- 
date, To get in, you must run unopposed, be very 
popular, and, of course, raise a lot of money. 

Begin the mission by talking to Nora Zeal-Ott. 


Mission Mystery of the Cosmos 

find the doctor, Maximilian Moore, and learn more 
about VirtuChem. To 
join the company, you 
need to get lucky, rich, 
and smart. 

* Make a Significant 
Scientific Discovery; 

Go to Uncle 
Hayseed's barn, go 
to the back room 
(where the Toilet 
was), and look for 



The backroom of the barn 

HOLDS SOMETHING YOU HAVEN'T 
SEEN BEFORE, A TRAPDOOR THAT 
LEADS TO THE CELLAR AND A STAR- 
TLING DISCOVERY. 


* Give §10,000 fee to Nora; Raise §10,000 and pay 
the fee to your new campaign manager, Nora, 

* Gain Popularity 60; Average relationship score with 
all Sims you 've met must be 60 or higher. 

* Persuade 0. Phil McClean to Drop Out; Drive your 
relationship with 0. Phil McClean into the ground 
by lowering your score with him to -50. If he 
thinks you're a dirty enough mudslinger, he'll know 
he doesn 't stand a chance and he 'll quit. Don 't 
undertake this until you complete the two high- 
popularity objectives in this level. 

Report your success to Nora, and the election is as 
good as yours. 



a trapdoor in the floor. In the 
basement, you find something of interest to 
science, a Rocket Put it in your pocket 

* Get a Grand from Daddy Bigbucks; Turn on the 
charm for Daddy Bigbucks and boost your relation- 
ship up to 80. At this point you can ask him to 
front you the §10,000 for VirtuChem. You don't 
actually receive the money, but Bigbucks makes 
the necessary arrangements, 

* Earn Logic 7; Increase your Logic to 7 by reading 
Books in the Library, 

Tell Maximilian about your success to access 
a new job minigame, Petri Dish. It's located 
inside VirtuChem, 


» - YOU MIGHT WANT TO ASK UNCLC 

' HAVeCED ABOUT THAT ROCKET IT'S VERY 
STRANGE INDEED. 


A 


Misshn S: Appfehend the ttae Mae 

To stop things disap- 
pearing from your 
home and take one 
step closer to success, 
you need to get 
Giuseppi behind bars 
for his thieving ways. 

Talk to Vera about her 
missing guitar, and she 
tells you what to do. 



To SNAP A PICTURE OF GlUSEPPI 

IN Uncle Hayseed's house, 

INTERACT WITH HIM AND PICK 

“Smile!” 
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^ Convince detective Van to Set up a Sting; Elevate 
your relationship score with detective dan 
to 60, and he agrees to set up a trap for Giuseppi. 

^ Acquire the Camera: Buy a Camera from the Bric-A 
-Brae shop (§670). 

^ Get a Picture of the Crime: Go into Unde Hayseed's 
house and se led Giuseppi to take a picture of him. 
Once you have the evidence, detective dan shows 
up and makes the arrest 

Tell Vera of your success. The good news is that 
with SimValley's only criminal behind bars, there'll 
be no more robberies at your house, 

Misshn 6: Summer's iud 

When all five missions are complete (you've done 
the objectives and spoken with the correct people to 
dose each mission), you get your final mission. It's a 
moving mission of sorts, 

* Make 13 friends; You must have 13 Sims with a 
relationship score of 50 or more. 

^ Earn Three Promotions; Get to Level 3 in both Petri 
dish and Cliff diver X or Level 0 in either. 

* Repair Rocket; Place the Rocket on the launching 
pad (the silver circle in the Imperial Estates back 
yard) and repair it, 

* Move Rocket to Mansion: If you didn 't already 
take the Rocket from the barn, do it now. 




Once all mission 
objectives are done, go 
inside Imperial Estates 
to find Unde Hayseed. 

He informs you of your 
next big move; it's a 
long one. 

Step forward into 
the crowd and get a 
grand sendoff from the good people ofSimValley as 
you embark on your next adventure. 



Place the Rocket on the 

LAUNCHING PAD AND REPAIR IT. 


Cheats 
AHD Secrets 


In The Sims Bustin' Out for Game Boy Advance, cheats cost 

MONEY, BUT THEY PROVIDE SHORTCUTS TO SOMETIMES LENGTHY 
TASKS. They are, however, suitably difficult to get. 



Heidi Shadows, the Cheat Ninja 


for two hours a week, 
you can purchase 
cheats from Heidi 
Shadows, the Cheat 
Hinja, You must be in 
the right place at the 
right time, and that's 
no easy feat 
Heidi appears at the 
following times and places; 

^ Southwest of Imperial Estates, Mondays 
11:00 pm-midnight 

* Park Maze (see map), fridays 3:00 am-0;00 am 





Heidi in the Park Maze 



The hard part of 
this is knowing what 
day of the week it 
is. The process is 
cumbersome but 
not difficult 


Once you have the correct day, you must be in the 
correct place at the correct time. To find the right 
places, consult the map in the "Overview" section, 
for best results, be in running distance of the loca- 
tion at the appointed hour, save your game, and 
enter as the dock strikes the correct time. 

When you find Heidi, you buy cheats from her like 
any shop. She sells; 


1. Press (H^si) and save your game. 

2. Press again and select "Save Game" from 

the menu (but don 't save again). 

3. Look at the save game file: it states the time and 
day of the last save. Unfortunately, the day is a 
number, not a day of the week. 

Consult the following table for the correct day. 

The game starts on a Monday, so that's day one. 
Mondays are, therefore, days 1, 8, 15, 22, etc, 

Fridays are 5, 12 19. etc. For quick reference, see the 
following table. 


* Rosebud; Adds §5,000 

* sap of Paper: Contains a password ("Bucket") 
that might come in handy in, say, a sequel of 
some kind. 

* Silver Tongue Berry; Adds 1 Charisma point 
^ Gourmet Berry; Adds 1 Cooking point 

* Clock Berry; Adds 1 Mechanical point 

* Buff Berry; Adds 1 Body point 
^ Mind Berry; Adds 1 Logic point 

* BaVinci Berry: Adds 1 Creative point 

Heidi's stock is replenished before every appearance. 


ffumber bay af the 

Weak Tfaasiatha 

Monday Friday 


1 

5 

8 

12 

15 

19 

22 

26 

29 

33 

36 

40 

43 

47 

50 

54 

57 

61 

64 

68 

71 

75 

78 

82 

85 

89 

92 

96 

99 

103 

106 

110 

113 

117 

120 

124 

127 

131 

134 

138 

141 

145 

148 

152 

155 

159 



When you choose a 
zodiac sign at the start 
of the game, you 
unlock two items 
unique to your chosen 
star sign; a zodiac 
recHner and a 
zodiac statue. 



Step on this button to find 

YOUR ZODIAC RECLINERS. 


The recHner can be found by hitting a floor 
switch in the steam tunnels (see the map in the 
"Overview" section for the precise location). This 
switch transports you to a secret room containing 
two of this special item. 

The statue can be found very rarely at the stores, 
and it costs a bundle. However, it fetches a nice 
price in a GBA Link auction and provides a hefty 
Room boost if you put it in your house. 
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There are several bonuses in store for players of The Sims 
Bustin' Out for both the GameCube and the Game Boy Advance. The 

COMBINED POWER OF THESE TWO PLATFORMS ALLOWS YOU TO TRADE 
OBJECTS WITH OTHER PLAYERS, UNLOCK AN OTHERWISE UNAVAILABLE 
LOCATION ON THE GAME BOY ADVANCE, USE YOUR GAME BOY ADVANCE TO 
EARN MONEY FOR YOUR GAMECUBE SiM BY PLAYING THE EIGHT JOB 


wmMm 






wwjm 

With two or more Game Boy Advance versions of The 
Sims Bustin ' Out, players can vastly expand their 
SimVaHey experience. First, however, you have to set 
up the link. 


Start by connecting 
Link Cables to at! 
Game Boy Advances 
and inserting a copy 
of The Sims Bustin' 
Out in each Game 
Boy Advance, 



All parties interact with the 
Library CojviPUTER. 


Load a saved game 
and get your Sim to 

the Library during business hours. To the Library, you 
must have advanced in the game at least to Levels, 
Mission 3, Only players who can get their individual 
Sims into the Library can join the link. 

Once in the Library, 
each player must make (7c 




A 

4 








i i 
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his or her Sim interact 
with the Library's 
Computer (on the first 
floor). Choose 
"Establish a Game 
Boy Advance Link" 
and wait until all par- 
ties are connected. 

When all linked Game Boy Advances appear on 
the screen, the first person to interact with the 
Computer must press ®. 


When everyone's in, the first 

PERSON TO CONNECT JVIUST 
PRESS ®. 


MINIGAMES, DOWNLOAD YOUR GAMECUBE SiM TO YOUR GAME BOY 

Advance, and develop skills, motives, and Simoleons while away 
FROM YOUR GameCube. 

The manuals that come with your game detail the mechanics of 

THESE FEATURES. THIS SECTION GOES INTO GREATER DEPTH AND PROVIDES 
STEP-BY-STEP INSTRUCTIONS FOR MAKING THIS CRUCIAL CONNECTION. 


Auctions 

Next any player can select an item for auction: the 
first object selected by any player is the object on 
the auction block. The player the object belongs to 
is the auctioneer. 

The auctioneer starts the auction by pressing ®. 
On the auctioneer's screen, there's a horizontal line 
representing the asking price of the object; this can 
be raised or lowered with the D-pad, 

Other players 
raise and lower 
their bids by press- 
ing up and down on 
the b-pad. The play- 
er with the highest 
bid at the end of 
The auction works a bit differ- f/,g allotted time 

Sims. Here, the auctioneer wms. If there IS only 
SETS THE MINIMUM SELLING PRICE ono buyor in tho auc- 

BY MOVING THE YELLOW BAR. 

as soon as the bid reaches the asking price. In a tie, 
the winner is selected at random. 




TO TRiAD£ AN TOM AT NO COST TO 
YOURi PARiTN£Ri, JUST HAV£ TH£ AUC- 
T\ON££Ri LOW)£Ri V\& A6WN6 PRi\C£ TO 
0 e\MOL£ONe. 


At the end of the auction, the auctioneer must 
press ® to transfer all funds and objects. Players 
may continue holding auctions as long as they like. 
No time passes in the game, and no motives decay 
while in this mode, 

Ptfuaise tstana 

The first time you establish a Game Boy Advance to 
Game Boy Advance link, a new area of the SimVaHey 





map is permanently 
unlocked. Paradise 
Island. Save your 
game after the link 
to preserve this 
valuable bonus. 

To get to Paradise 

Once YOU CONNECT Game Boy 

Island, go to the docks 

and look for a black for the first time, a black raft 
motorboat Set sail and the lower pier of 

, ^ ^ THE DOCKS. 

you re taken to the 

sunny shores of Paradise Island, Here, you find sev- 
eral amenities, an additional shop, and a house 
that's yours to live in rent free and furnish as you 
like, You continue to live in your home in SimValley, 
but you can use this house and place objects in 
it too, 

Cme^Mimeeio 

CmeOmlMts 

There are more fun things to do with The Sims 
Bustin ' Out if you have both a Game Cube and a 
Game Soy Advance. One of these things can be done 
even if you don't own a copy of the Game Boy 
Advance version of the game. 

Job Miaigomes ooJ the 
AreoJe Cob/oef 

As detailed in your manual and the "Skills and Earning 
Money" section of this guide, you can also link your 
GameCube and Game Boy Advance. You can then earn 
money for your GameCube Sim by playing job 
minigames on the Game Boy Advance, This is an easy 
way to make fast money for your GameCube Sim 
and have fun playing these addictive games. 

Sims on tbo Go 

You don 't need to have your GameCube turned on to 
work on your Sim 's self-improvement, thanks to the 
"Sims on the Go " feature of the Game Boy Advance. 

following the instructions in your The Sims Bustin ' 
Out for Game Boy Advance manual, connect your 
GameCube to the Game Boy Advance and send your 










After loading a game 
ON THE GameCube, 
SELECT "GCN Link" from 
THE MAIN MENU. 


If THE CABLE IS CONNECT- 
ED, YOU SHOULD SHORTLY 
SEE THIS ON YOUR GaME 
Boy Advance. 


At the same moment, you 

SEE T///S ON THE 

GameCube. You may now 
PLACE THE "Great Big 
Adventure Japanese 
Arcade Game" Arcade 
Cabinet (found in Buy 

MODE UNDER 

"Electronics") any- 
where YOU LIKE. 


When the Game Boy 
Advance-GameCube Link 
Cable is attached and 
THE Game Boy Advance 
IS POWERED, YOU CAN 
INTERACT WITH THE 

Arcade Cabinet. It's 

UNAVAILABLE UNTIL THEN. 


J YQy YO HAVE THE THE 

' / ' ^ &m& BueriN' out cartridge w the game 

ROY ADVANCE TO PLAY SOME OF THE GAMES. 
THERE \e A SHORT WAIT, HOWEVER, WHILE THESE FOUR 
GAMES ARE DOWNLOADED TO FROM THE GAMECUPE TO 
THE GAME BOY ADVANCE. 
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When you're done working 
WITH YOUR Sim on the Game 
Boy Advance, save it back 
INTO THE GCN Slot, overwrit- 
ing THE INITIAL DOWNLOAD. 


GameCube Sim to SimValley, This transports your 
GameCube Sim to the Game Boy Advance. 

When your GameCube Sim is sent to the Game 
Boy Advance, the following Sim attributes are 
transferred: 


* Gender 

* Name 


"Motives Levels 


* Skills 

* Personality 
*Simoieons 


if you have a well-developed GameCube Sim, this 
I is an excellent way to get a leg up in the Game Boy 

1 ^ Advance game. If your GameCube Sim needs devel- 
opment, this is an easy way to do it away from 
your GameCube, 


Load a saved game on the 
GameCube, boot your Game Boy 
Advance, and select "GCN Link" 
FROM THE Game Boy Advance's 
MAIN MENU. Once your GameCube 
Sim has a job and a Scooter, 

SELECT THE SCOOTER (OR ANY OTHER 
MOTOR vehicle) AND CHOOSE 

"Travel to Game Boy Advance 
SimValley." This transfers the 
GameCube Sim to the Game Boy 
Advance, where it's saved in the 
GCN Slot. 





you can play 
with a downloaded 
Sim on the Game 
Boy Advance and 
earn money, improve 
skills, and max out 
motives. Any 
progress you make 
in the Game Boy 


WHEN YOU NEXT LOAD THE yOU 

GameCube Sim, YOU MUST EITHER V ? y, - 
SELECT "Move Sim Back In," ta the Game Boy 

WHICH TRANSFERS THE DATA FROM AdVCtlCC gClttie fS 

THE Game Boy Advance, OR ^ xl 

"Force Sim Back," which SCtved (see the Itk 

RESTORES THE SiM TO THE STATE d! fot CdVedtS dtl 
BEFORE THE VISIT TO SimVALLEY. , 


I nc \3AIV1C DUT MUVAnt.C, UK ^ i > xL ^ 

"Force Sim Back," which saved (see the manu- 

RESTOREs THE siM TO THE STATE a! for caveats aod 

before THE VISIT TO SimVALLEY. 

you aren ‘t required to play the game itself You can, 
if you choose, just use SimValley as an offline train- 
ing ground, It's up to you. 

Once you're done with the Game Boy Advance, you 
can return your Sim to the GameCube, following the 
instructions in your manual. When next you load up 
the GameCube, any changes you made to your Sim 's 
skills, motives, or finances are reflected in the 
GameCube incarnation. 

For those of you who want to play through the 
entire Game Boy Advance game with a GameCube 
Sim. go ahead. You can even complete both games 
with the same Sim, moving back and forth between 
platforms. Your Sim 's progress in SimValley is saved 
on the Game Boy Advance even after sending the 
Sim back to the GameCube. You only lose this 
progress if you choose to download a different Sim 
to the Game Boy Advance later on. Plan ahead to 
get the most out of your Sim on both platforms. 





